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The future of electronic entertainment

he E3 storm has long since passed, but the resonance

of the event lingers in the memory, chiefly because it
painted such a vivid portrait of the videogame industry
as it moves into a new age. It was visible on the faces of the
corporate suits wheeled out like so many mannequins to
elaborately espouse the virtues of their own particular brand
of e-entertainment, behind the cheese that accompanies
events such as E3 by default. Even Shigeru Miyamoto,
once among the most modest players within an industry
increasingly built on hype, was sucked up into the whirl,
taking to the stage at Nintendo's pre-E3 conference like
Japan's answer to Rocky Balboa, his arms aloft, holding a
GameCube unit in one hand and a controller in the other.

But he had good reason to look triumphant - even before
the E3 event itself had begun. With the videogaming
landscape having looked so bleak for too long, a sense of
palpable expectation lingered in the air, each conference
attendee waiting to see where the industry's most stalwart -
and routinely profitable, even in ‘lean’ times - player intended
to take them. The destination looked compelling, if not wholly
convincing. But, as the company's new mission statement
goes, ‘the Nintendo difference’ was enough for Edge to
place GameCube on this month's cover, This month's E3
special (see p54) should give reason for even the most
battered industry veteran to be optimistic, too.

The showings of Microsoft and Sony provided stimulating
viewing, too, as did the wares of Sega as it matures into a
serious thirdparty developer (indeed, the latter provided some
of E3's highlights on every platform). Of less interest as a
gaming format, however, was the PC. Having taken a back
seat in many developers' minds because of the existence of
XBox (whether they're shovelling across code once intended
for PC audiences or hastily assembling titles to ride on the
back of Microsoft's $500m push), the monolithic computer
struggled to make a fist of its validity as an entertainment
systemn. Away from E3, however, Edge looked at
Unreal 2 (p38), which should assuage many fears.
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Legend gives Edge an early look at
Unreal 2, and talks engine advances,
upped interaction, and oneplayer gaming
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Inside... Revolution

The York-based creator of the Broken
Sword series explores morality in
videogaming with Good Cop Bad Cop

054 Bestin show

The most interesting titles showcased at

E3 grouped by breed and put through their
paces by the rigorous Edge judging team

076 Movie S.TA.R.S

Edge goes on-set at the Berlin shoot of
Paul Anderson's ‘Resident Evil: Ground Zero’
and talks guns and gore with Milla Jovovich
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Threeway E3 showdown offers no true victor

But game industry’s annual event does present new avenues for Sony’s platform while introducing Nintendo’s, and
giving Microsoft the opportunity to learn all about the difficulties of launching a console platform - the hard way

he most significant in its seven years of
T exdstance, 2001's E3, from May 17-18
at the LA Convention Centre, saw Nintendo
show its 128bit hand, Sony consolidate its
position as preferred platform provider, and
Microsoft stumble its way fully into the
videogame industry's conscience.

Three major is:

will colour the next
three davs, namely Nintendo's decision to
launch GameCube at $199 on November 5
in the US (three days prior 10 XBox); Sony's

apparent willingness to tumn PS2 into some
torm of PC via email and other comms
initiatives; and Microsoft's inability to deliver
finished XBox dev kits, leavir
developers showing half-baked wares
But the action actually kicked offa
day before the show doors opened, with

WQ Mmany

sach player staging pre-conference
i

presentations. Edge attended every one

7:40am, May 16, LA Ent'ment
Centre, Downtown LA

Edge armives earty and s ushered info a
breakfast area, and with pleasantries and

structure, which many emoneously assume
is a speaker stand. After z little delayed
start, Lome Lanning from Oddworld
Inhabitants enters in usual inimitable Texan
style to subdued hollering from crowd
(blame the time of day), and sits confidently
stagefront on stool provided. Predictable
(and now familiar) explanation of the reason
behind Oddworld's shift to Microsoft's
128b#t powerhousa follows, before Lanning
gets on with demaoing the imprassive
Munch's Oddysee, much to the
entertainment of the assembled masses
Robbie Bach, chief XBox officer, walks
on stage to officially kick off proceedings
With remarkable brevity, and displaying the
efficiancy of a Swiss banking clerk, he
lowers the top of the monolith to reveal an
XBox unit batanced imposingly on top. Then
begin the video link giitches that will plague
the rest of the presentation. The crowd is
promised the boot-up sequence, but with
the projection screen unwilling to display

such a thing Bz

500N moves on to
announce US release details - November B,

Three major issues colour the next three days:
Nintendo’s decision to launch GameCube at

$199, Sony’s willingness to turn PS2 into a PC,
and Microsoft failing to deliver finished dev kits

business cards

members of the giot

exchanged with ather

»al games press, it's
time to gueus for Microsoft's big pre-E3
event. Security s overly pedantic, Tecmo's
representatives jump the queue, and the
doors duly open

Although held in same place as Sega's
event last year (and just metres from the
SCEA pre-E3 conference sat-up), the
nterior has been complete
black material, and green spatlights
complete the XBox-like trademark ook,
Seats arranged In neat rows are swiftly
taken and, as ever with these types of

covered n

events, oversubscription siightly delays
proceedings as latecomers are directed
around the room looking for a potential
seating spot. Many don't find one and end
up awkwardly standing at the back. An
organiser shouts out instructions against
flash photography which, of course, will be
subsequently ignored by those present
Up on stage is a monolithic XBox

$209, with 600-800,000 units in shops from

day one. The announcement is swiftly

foliowed by a showing of the actual game
packaging, in expected XBox-green DVD
casing. Bach says he's 'super excited', a
term he will use again. And again.

Bungie's Halo product manager, Joe
Staten, follows and showcases XBox's other
poterttial kiler app. Unoptimised frame rate
gitches aside (which Edge is later informed
Is due to an autosave feature not fully
implemented), this retains massive potential,
Time restraints cut short an immersive-
looking demo, even If Staten's foolish fireless
attack on a gun-toting Covenant alien sces
him quickly kilied. At least the crowd gets to
sea the intelligent autosave feature in action

Bach steps back in to tell the crowd
how excited he is about Halo and to
introduce Glenn Schofield from Crystal
Dynamics, who tums up with the colourful
and quite pretty Mad Dash Racing - a
multiple-route, seemingly glorified version of

Robbie Bach shows off XBox's big box along with a selection of games (top right),
while Sega's Peter Moore talks excitedly about his company's XBox online plans (top left)

Pen Pan Triathicn, and one of the few XBox
,.-jev

framera

nos

pparently unaftected by notable
time restricts the

iIssues. Agar
derno, but, as with most of the titles shown
here, Edge will meat up with the game
again during the s el

Bach retums to the stage to talk about
EA's involvernent with XBox, before imviting
Westwood Studios’ Louls Castie to join him.
First, obligatory MTV-on-speed-style edited

video is played showcasing typical
franchises such as Madden and F1 XBox
versions, seamingly indistinguishable from
sequent cioser

nspection at the show does reveal subltie

diffarences - the way grass and gravel
sticks to tyres and then depletes on XBox

ross in such
game, and a reasonable incication that the
developer may potentially achieve far more
visual attention to detail using Micr

hardware.) Then C

AAsla unvels new title

009 >



Pirates Of Skullcove Island. Technical
gremiing ensure that the soundtrack is
heard first, eventually followed by the all-
important image. Apparently a non-gamer,
Castle soon gets his cleavage-exposing
lady pirate (the main character) stuck
apgainst two assallants having slid down the
side of a hill straight into them, and frantic
button pushing inexplicably unleashes an
explosion, kiling off the duo. Amusingly, he
then turns around still expecting to find his
opponents there and is genuinely surprised
to find they have long (relatively speaking)
disappearad. He therefore proceeds to
board a ludicrously out-of-scale galleon and
engages In a prolonged cannon battle with
a little ship. This sequence does appear
genuinely entertaining and although the title
does show promise, its early state does little
to excite the audience. At least the water is
very pleasantly rendered on the fly.

Spirits are subsequently raised by
Tecmio'’s Tomonobu ltagaki, Team Ninja
leader and producer on Dead Or Alive 3. An
uncomfortable wait ensues while the tech
people fight the system to roll DOA3
footage, during which time ftagaki-san

Sega's Gunvalkyrie (top) was a visual
XBox highlight at E3, joining conference
saviours Halo (centre) and Munch’s
Oddysee (above) for Microsoft-

< 010 =

remains silent on stage, his otherwise
emotionless expression just hinting at the
frustration he might be feeling at the
incompetence of the editing desk.
Eventually, the right switch is pressed, the
video kicks in, and is then foliowed by
diplomatic comments about the XBbox
system rather than gameplay innovations.
Still, visually progress is locking very
impressive and ltagaki claims that no other
current machine could display this quality.
Compared to the previous presentation, the
crowd breathes a collective sigh of relief.

Bach returns, understandably very
excited, and begins a series of
announcements, the first of which is the
exclusive licence to one of the more eagerly
productions due from nearby Hollywood.
Squeaky clean Steven Spielberg pops up in
video form to PR the XBox format after tying
the knot with Microsoft over nghts to
forthcoming long-term Kubrick project,

‘Al'. Images range from very promising to
worrying, with thirdperson segments
locking good but flying elements less

so. But it's early days.

Bach retums to announce further
licences Bruce Lee {Quest of the Dragon),
and Mike Myers' CGI flick ‘Shrek’, befors
introducing Capcom as Microsoft's latest
Japanese videogame powerhouse ally.

A charismatic Yoshiki Okamoto,
Capcom’s managing director, reads through
his speech while his robot-like transiator
does a remarkable job of removing the
enthusiasm. The fruits of this latest allance
are: outlined in the announcement of
Gemma Onimusha (an update rather than
true sequel), Dinc Crisis 3, and BRAIN-BOX
{tentative fitle), a robot simulation game.
Naturally, all three are exclusive to XBox.
Video footage of producers Kaiji Inafune and
Shinji Milkkami is (eventually) played along
with game coverage, although
disappointingly no in-game Dino Cnisis 3
elements are shown, while nothing on
BRAIN-BOX is seen. Still, the deal
represents yet ancther feather in
¥Box's expanding cap.

Bach returns to talk about the
innovation and excitement his people are
bringing with XBox, though Edge finds one
or two of the titles displayed so far a little
too generic to comfortably fit under that
description. But then things rapidly improve
with the announcement of 27 companies
aiready committed to supporting the XBox
online experience. Bach talks
enthusiastically about the potential for
episodic gaming and reveals the XBox
Communicator, a headset designed to
render typing In onling multiplaying
scenarios a thing of the past. Thisis
followed by a short video clip where

representatives from Midway, Infogrames,
Activision, Eidos, and THQ confirm their
support for XBox's online push. Bach then
reveals how super excited he is to see so
many of the major players behind his vision,
before imating Sega Of America president
and COO Pater Moors to face the crowd.

Moore stands on the stage where a
year ago he demonstrated console online
play with lce-T to a drunken crowd during
2000's Sega E3 party, and announces
Crazy Taxi Next and The House Of The
Dead 3, exclusively for XBox. Interestingly,
he goes on to state his belief that the next
online battiefield will encompass the sports
genre, and accordingly Sega is to bring four
such titles for XBax during the course of
next year — updates of the company's
American football, basketball, baseball and
ice hockey franchises. Thankfully, his
commitment appears sincere.

Rather than end on a high note, Bach
then decides to sgueeze in a demonstration
of the XBox multiplayer experience by
bringing Infogrames' WASCAR Heat into
focus. Sadly, the presentation Is rushed and
although the Infogrames representatives on
stage are supposedly playing against
colleagues backstage and up on the
venue's first-floor balcony, the video feed

Though the event is scheduled to kick
off at 10:30am, by 10:40am the voluminous
Bowl is still an absolute mess, camera
crews tangling with PR execs and hotel
porters keen to attend to the needs of the
great and not so good in attendance. it is
now standing-room cnly. Edge spots a
familiar Nintendo face and gusstions are
asked of this morning’s Microsoft
conference. Upon leaming that it didn't go
exactly to plan, the Big N's employee says,
with some sincerity and a slight look of
concermn: “Weill, let’s hope this is good, then.

Edge is located next to a number of
medium-ranking NOA employees. They
rub their hands in anticipation of what is
to come. It's not clear whether they're
anxious, excited, or both.

Finally, under an auspicious ‘The
Nintendo Difference’ banner, Peter Main,
Nintendo of America's executive vice
president, appears, to significant applause.
He proceeds to wax lyrical about Nintendo
not simply having a finger in the handheld
pie, but “complete ownership” - this being a
market that has accounted for some 25 per
cent of the videogame industry’s revenues
of the last 12 months, and apparently the
only one to show year-on-year growth.

After more huff and puff, he hands over

Satoru Iwata, director and general manager

of Nintendo’s corporate planning division,
proceeds to spell out The Nintendo Difference.
This has never really been attempted before

never changes from the mainstage action.
Matters aren't helped by the dubious driving
skills of the demonstrator, athough at least
the game looks capable and runs in rather
more stable condition than some of the
other demos, with no evidence of scanery
build-up. Expect two-to-16player online
support, as well as Dolby Digital 5.1 sound.

Bach wraps up the proceedings under
the discernible eye of a checked crowd.
Thankfully for Microsoft, the E3 stand will
later remedy matters samewhat,

10:10am, May 16, Biltmore
Hotel, Downtown LA

Nintendo has made the Biltmore its base
since E3 returned from Atlanta three years
ago. It is a relatively plush establishment,
and Is soberly in keeping with the
company’s reputation. This sobriety is
gnawed into by the existence of countless
print and (mostly) Web journos making their
way to the Bittmore Bowl conference room,
where Nintendo is making its official
GameCube debut in the west.

to Satoru Iwata, director and general
manager of Nintendo's corporate planning
division (and previously a director at close
Nintendao partner, HAL), who proceeds to
spell out The Nintendo Difference. This has
never reglly been attempted before, with
mast commentators prefeming instead to
comically suggest it's some kind of pixie
magic, but wata-san makes a fair fist of it.
Most attendses seem convinced, anyway,
Maoreover, the charismatic speaker doesn't
waste any time in sniping at the rest of the
industry’s obsession with copying proven
hits, which he says will eventually turn
videogaming into a commaodity business,
like VCRs or televisions. With all consoles
running the same games, he asks, what is
the point of releasing a new format? No, it's
clear that Nintendo sees a future where its
own hardware runs certain types of games
you will not be able to experience on any
other piatform. The audience seems
heartened by this.

Main eventually returns and orders that
the GameCube showreel be cranked into
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As ever, SCEA's conference was a well-
attended affair. President and COO
Kazuo Hirai took to the stage and talked
online strategy by announcing alliances
with AOL (providing PS2 owners with
email, chat and instant messaging
opportunities), RealNetworks (ensuring
RealPlayer support), Macromedia {adding
Macromedia Flash Player), and Cisco
Systems (offering Internet Protocol PS2
optimised software). A decent start, then

Microsoft's stand (below), despite being
on a different hall to the other big players
(right), was just as reassuringly packed

rarely seen in fitles developed outside NCL's
tightly controlled R&D department
However, before long it's clear that the
gameplay elements appear less comnvincing;
failing to display the originaiity previously
hoped for. Still, it's a very short demo and
proper hands-on experience on the show
fioor will aliow a more accurate appraisal.
For now, as Bubin and Gavin wave
goodbye, the ‘clapper’ standing to the left
of Edge’s row is frantically beating his paims
together, thus encouraging all those within
earshot to follow suit

Andrew House, (ancther} senior vice
president, now shows up 1o talk o the
crowd about his team's noteworthy
marketing sfforts of the PlayStation brand in
North America. Most sigrificant is the claim
that one of every three US houssholds now

own a PlayStation console which,
technically, would make Sony's 32bit box a
legitimate massmarket achievement.

It's 2:00pm and back in the game with
John Shappert, prasident and general
manager of EA's Tiburon Studio. Shappert
shows off the latest Madden update with
improved player faces (thay now have
wrinklas), new animations, more camera
angles and replay modes, better player
creation options, and — wait for it —a new
opening segquence. The clappers genuinely
eam their money this time.

Somehow still conscious after that
revelation, the crowd welcomes EA
Canada's executive producer Rory Armes
together with a more innovative (and
exciting) ine-up. SSX Tncky mixes the firm's
highly playable snowboarding venture with
glements borrowed from skateboarding
titles with seemingly positive results. Also

apparently full of character is NBA Street
which focuses on the fast-paced world of
urban basketball, Finally, Sied Storm 2 looks
fittingly appealing, if a little more predictable
than the previous two announcements. The
underlying message, of course, is the whole
concept of franchise spin-offs, an area that
untit now the games industry appears to
have remarkably underused. Expect this to
dramatically change in the near future.
Long-time SCE collaborator Squara
turns up to promate FEX and the
forthcoming 'Final Fantasy: The Spirits
Within' movie, with video footage of both
giving the 'clappers’ a bit of a breather,
Interestingly, the subseguent announcement
that FFEXT will be an online experience, while
also well received, appears to wipe clean
part of the attendees’ memores. Edge,
on the aother hand, still remembers a
suspiciously similar claim involving FFEX..
Capcom's Shinji Mikami is next on to
the stage and proceeds to present Devil
May Cry in one of the most entertaining and
enthusiastic deliveries Edge has had the
pleasure to witness. He talks (via an equally
cheerful interpreter) of the ethos behind the
promising production - everything, he
informs with a smile, has to look cool and
the game has thersfore been designed with
this in mind at all times. "Everything will be
all nght as long as it's cool,” he says. Asif to
prove the paint, while on the subject of the
control Issues Mikami-san draws an
imaginary sword from his back, swipes his
equally nonexistent opponent high into the
air, and shoots him repeatedly with his
hands while narrating the universally
understandable phrase: "Katana. Tat-tat-lat-
tat-tat-ta-ta. Cool.” The crowd is enraptured.

Whatever he says afterwards is forever lost
following such memorable conduct

Konami follows. Sifent Hill 2 producer
Gozo Kitao talks the crowd through his
senously disturbed project. Video footage
plays a mixture of in-game and ageing,
though still perfectly affecting, CGI
sequences. And despite having witnessed
it several times, the imagery continues to
periurb the Edge crew,

It's time for Konami's other significant
PS2 title. Having been informed that this will
be his last public appearance before the
releasa of his forthcoming production, the
crowd welcomes MGS2 producer Hideo
Kaojima on stage with the closest Edge has
seen to a videogaming standing ovation. He
says very little. The video kicks in. At first,
sceptics scoff at the re-edited footage,
thinking perhaps Konami plans to weasel its
way out of this one. But then new material
shows up. And, regardiess of how jaded a
character, no one in the vast hall is left
unimpressed by the footage. Kojima-san
reveals a lot more than expected - too
much, some say — hinting at possible plot
twists and a more complex narrative than
was previously imagined. The crowd erupts
as if relieved that, unlike his predecessing
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mermbers of the developer team manage 1o
get a very brief demonstration in, and,

sues aside, things look good, I

enc. The emphasis is firmly on

g as a team and hence comms are
achieved v
phone headset similar to XBox's

itrme text, menus ora

ITHE

amber {though from the design,

Mally Smith returns to close up what
has been a surprisingly positive set of
proceedings — certainly far more inspiring
than last year's equivalent jle US
joumalists fight over their free bag a

dossier outsice, the EU press has yet
another conference to digest. In Culver City,
at Sony's out-of-town studios, SCEE awalts,

4:54pm, May 16
Culver City Studios
With nearty all press present, and an hour
ater than planned, SCEE president Chris
Deering takes to the stage. He's in defiant
mood: “This year will prove that PS2 is the
system of cholce for the massmarket,” he
boldly announces, Hardly surpnsing given
that his competitors have yet ta launch and
are only doing 50 towards the last quarter of
the year — PS2 certainly has a head start
Deering's introductory keynote over, it's
Chris Patton’s turn at the wheel, The rest of
the evening is split among several SC
representatives, but two aspects remain
constant. Fuelling thoughts that Sony s
running scared of the competition, an
uncommaonly bullish attitude and downright
insulting use of statistics continues
throughout the proceedings. For instance, a
graph detaiiing the take up rate of P52 is
directly compared to the equivalent initial PS
sales from some five-and-a-half years ago,
with SCEE personnel proudly boasting that
the PS2 Is salling three times the number of
its 32bit predecessor, PS2, the crowd is fed,

much to undarmine the positive tone set at
the earlier SCEA conference, where a great
deal of the software on show promised
unexpectedly varied content.

SCEE, however, prefers to play the
exclusivity game, Jak And Daxter, Harmison
announces, will remain a PS2 exclusive for
the whole of 2002, The game is likely to sell
in similar numbers to Naughty Dog's earlier
outing - the pretty, if pratty unremarkable,
Crash Bandicool - so at least the marketing
men are happy. Edge, on the other hand, s
far more content with the armival of thirdparty
relations director Zeno Colago, and his
disciosure that the PS2 Performance
Analyzer Is up and running, currently at
SCEE's offices, and Is expected to ship to
developers in tool form at the end of the
year. The 32bit version's amval during the
PlayStation’s reign had a massively
significant effect on PS developers around
the world - it didn’t improve dards of
content, granted, but it certainly made sure
mast were up to scratch technically, at

least. Given so many developers'
complaints over PS2 architecture, this
move should ensure they run out of
excuses for their tex
Harri

PS2 projects are currentl v
and then asks for a video of ambitious The
Getaway title to be st
approval of Team Soho's decision not to

W, announcing his

show its game on the show floor, It's difficult

1o tell much from this brigf gimpse, but

“This year will prove that PS2 is the system
of choice for the massmarket,” says Deering.
Hardly surprising given that his competitors
don’t even launch until the end of the year

s0id in just two months what it took the PS
13 months ta achieve. Not once, ho
do any of them bother to paint out that the
difference in populanty and userbase growth
the videogame market now enjays.
Disappointing, too, is Namco's PSZ line-
up. With the exception of Pac-Man and
Vampire Night, the others are straight
sequels: Time Cnsis 2, Klonoa 2, MotoGP
2, Ace Cornbat 4. Further depression
comes in the form of SCEE's Phil Harrison
talk of sequels even before some of the
originals have been burnt on to a disc,
Whereas, to its credit, Microsoft appears
keen to avold the yearly update modal,
concentrating perhaps on franchise spin-
offs or episodic gaming, Sony clearly fesis it
knows what it's doing. Edge would
disagree,
Football, F1, and WRC follow-ups does

however. Announcing This /s

narketing chat, Studio
Camibridge's Primal shows up as running
footage. Looking more like a more mature
version of the
MediEvll seres, the se
moody with t

her tme betwesn woman

studio’s accomplished

and derm
status. One to keep an eye on, ce
And with that the crowd is sent on its
way while journalists are invited to venture
into the Software Celebration booth,
where most of the major firstparty
deveioped/published titles are waiting.
Edge leaves to reflect on a mixed day
E3 has yet to begin, and ye
already taken punches
though, all remain standing. For now.

Significar

From top: SOCOM: US Navy Seals, P52's
major online player; SCEA's Kinetica
offered seemingly generic futuristic
racing; Run Like Hell offered some
intriguing puzzles; the gorgeous Maximo
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K the XBox team did

gxactly what we r 3 10 a0

this weeé 4 monthe ago,

DC our intent

Wa announced
to enter the console business
and made a lot of promises. E3

was all about demonstrating our

commitment and followthrough,
We got final hardware out to

developears, we showed over

ol 3 running on the system,
showed retailers what we have
planned for them, and had some

;s

proag

own by our

dback

ars. The early fa

INICYLE,
an emphs

rathar tr

comaea with our partners, the

beach in Santa Monica, playing

Tony Hawk's 2x on XBox with

Tony Ha seelng all of the

titles running on XBox looking

great and not crashing.
Nintendo showeo pretty

much exactly what | thought

they'd show. I'm surprised about

the public emphasis around the

disappointed that

=h nthe

everyone more than a bit

fused. It's not clear that

guess it's a strategy to competa
with the PC. Thers was soms
yood excitement around the
Naughty Dog title, Devii May
Cry and GT3. but | didn't really
seg anything that stood out,
The volume of titles is clearly
there. It will be int

sting to
see wnat the quality is like in

this wave of titles. As a gamer,

I've been pretty disappointed

in portfolio generally. But

pade

Sony clearly had the

and proved that they

of suppart

E3 this year, Our s

excellent-and our

ar

stronger than

demonstrating our plan to

build on our markst lsadership

in '02. We were s

g Harry

time, and it

that EA and the gaming industry

have an exciting year ¢
Paul Jackson, EA

he show dernonstrated

ning up.

industryopinion

Edge asks: what were your overall impressions of E3?

the lea

E3 was very succes!

orms, tha! will allow Sega to achieve our goal

Sega's show highlight this year was Sega Sports. We strongly believe that

sports Is the battlefield on which the videogame war will be played in 2001 and beyond
Our 8

ment to Sega Sports was well received at E3 and we are extramaely

ong comm

optimistic about the franchise as it is unleashed onto multiple platforms this

| think that all three conscles had a successful showing at E3. Sony unvelled

their vision of home entartainment convergence anno

cing partriers like AOL and
Macromedia; Microsoft clearly led the way in embracing the Internet and online

console gaming, an area In which Sega has been a pionesr for years; and Nintendo

onstrated some extremely interesting conternt coming to the GameCube

Peter Moore, Sega of America

| think this md ¢ iy starting
cially whe t dib atics of
can

3 000 &

I8 yea I
of it as a huge focus-test
and support. This gave us the opportunity to let hundreds ¢ ople get their hands
on the contro Munch's Oddysee, We Kept watch of their re ns and gained ;

a lot of useful feedback, The response was overwhelmingly positive

A

For me, the highlignt of the show was Warcraft lil's cinematics. They were absolutely

astounding and mass

epic in scale. The lowlight was seeing so much of the same

old same old. The average game has stronger graphics and effects, but all in all it's the

same old gameplay. | had hoped o see more on the creative front, Looking at the

erformance and ability, at XBox there

titles thal showed smooth texture mapping, per-pixal shading, reflection mapping,

and also bump map realtime dyna lighting, and realtime shac

smooth antialias

s stilled plagued with image-artifact probile

noise on virtually all of the game scres aven on their be:

but the

O nol reve 8 Capab

Lorne Lanning, Oddworld Inhabitant:

Although t

mbined with XBox d

the broa

38 strategic and financial restructunng has undoubt

on course to become, within the next few years, one of the largest thirdparty publishars

tDGE




in the world, if not the largest
Nick Gibson, Durlacher

The show went really well for us
We had four computers on the
fioor to demo Dungeon Siege
and people were packed around
them the entire show. It was
great to see people come back
1o show their friends or return
the next day to play more. Tha
highlight of the show was the
over-the-1op spectacie that is
E3. E3 is like the Willy Wonka
Chocolate Factary of videogame
development. | want our office
to be filled with flat-scraen
monitors. booth babes dressed
like avery possible fantasy, and
the newast games all lined up
waiting 1o be played

Jacob McMahon,

Gas Powered Games

Like last year | spent a good
portion of my time In & small dark
room talking to journalists about
TimeSplitters2. However, | did
manage 1o venture out and get

a few definitive impressions from

the show. For ma the GameCube
stood out as the console with
the most potential. All the games
funning on it were fast, smooth
and very polished in appearance.
In particular | was impressed by
Wave Race: Blue Storm

looked very slick, and Rogue
Squadron N, which seemed to
be drawing a lot of geometry. |
also enjoyed Pikmin which was
a bizarre japanese game which
had a lot of character and
humaur in it. Two elements

that are sadly rare in too

many games thess days.
The XBox stand had some

Interesting titles, although | felt

that most of the software lacked
the visual polish of GameCube.,
Cel Damage was a lot of fun and
looked like a cross betwaen Jeaf
Set Radio and Micro Machines
Munch's Odyssey looked like it
had graphically made the

transition to 3D very well;
whether the gameplay translates
as well | will withhold judgement
on until | get a little longer with
it. Overall, | think the XBox
didn’t make as great a splash
as | was sxpecting, but anyone
who underestimates Microsoft
does so at their own peril

The PS2 show was as
predictabile as ever, There was
the slick and very playable Gran
Tunsmo 3 and, of course, the
ever-beautifl Metal Gear Solid 2
Other than that, most of the
other titles still showed the poor

framerate and other graphical
problems associated with PS2
It seems a lot of developers are
still having trouble getting good

position in the market and the
natural arrogance that goes
with it. They clearly need to
concantrate their efforts on
more than just a few big
Japanese companies if thay

want to maintain thesr leading

position in conso ames
Karl Hilton, Free Radical

| had a great E3. It was the

first time | have had the chance
|ust to walk around and not have
to pitch gameas. | wore one of

tho

se devices that co

ou
eps and in only two days
| did over 25,000

I'was constantly quizzed
about our ‘Matrix’ videogame,
so | just started walking around
with a cellphone to my ear. That
bought me time 1o look at the
three consoles side by side. My

scary conclusion is thal | think
{for the first tima) it's actually
waorth buying all thres, | was not
axpecting Nintendo to have such
a good show, but they did and
that kept it a three-horse race.
My advice to the companies?
Nintendo: launch as fast as you
can in Europe and don't do it

pound for doliar. Don't treat

iIndustryopinion

Edge invites thoughts on a new Sega

Europe as third class. Microsoft: move your ship date slightly forward to get out before

Nintende, Focus on Japan by buying Japanese teams or signing exclusive deals. Sony

drop your price to hurt Microsoft's launch and to make tham try to compete. Work hard

to demonstrats the

acond-generat
Dave Perry, Shiny Entertainment

Crystal Dynamics had a very successful E3, probably our bast gver. On the Eidos

as well as our XBox

booth, we showed Soul Reaver 2 and Blood Omen If on PS2,
launch title, Mad Dash. The ES goers were saeing all thras titles for the first time.
E3 Is always a strange mixture of noise, talking, more talking, aching fest, old

friends, partles, and late nights. This year was definitely no exception. It gave off a

decidedly transition-year feefing, th focus was much more on the games —
ind for extraneous flufi. Booths were a

nnies and celebrity appearances.

there didn 't seem 1o be as much mi
Iittie

naller, and there were fewer booth &

how was much better.

Owerall | think that this tighter feel for the s
Games of the show for me had to be the new Wave Race on GameCube, and,
of course, Metal Gear on PS2. Wave Race's weather effects were stunning and it
handled just like the original = | have my GameCube on order |ust to play this game.
On the conscle front, I'd say that it was definitely Sony's year. E3 was full of great
P52 titles, all looking great and playing well at high framerates — dev

it doulit, crac the problams they were complaining about last y
Andrew Bennett, Crystal Dynamics

Another E3, and another clinical ‘victory' for Sony, Sure, Microsoft and especially
Nintendo stole the industry trade press limelight with their new hardware and (in
some cases) intriguing software, but outsids their respective stands, Sony's reign
almost automatically continued with an overwhelming amount of thirdparty titles on
the show fioor. The technical quality of many of these games still ieft a lot to be
desired (although it is steadily improving), but the Nintendo and Microsoft hardware
wasn't leapfrogging PS2 either, epitomised best perhaps by EA's three near-ident
versions of Madden Football. Still. most of the show highlights were from XBox or

GameCube, with the GC |oypad, Rogue Squadran ll, Pikmin, Munch's Oddyses,

and Fuzion Frenzy leading the pack. The only real biemish on what otherwise was one
of the more Interesting shows In recent years was Nintendo's Lulgl's Mansion, which,
although technically impressive, featurad surprisingly shallow gameplay, harking back
more to the days of Game&Watch than heralding a new era of next-generation gaming
Martin de Ronde, Lost Boys Games

GameCube came out fighting, showing the benefits of keeping &ll your announcements

of the XBox product had been seen or heard about

secrat right up until the show. A lot
already, so that diluted the overall impact of the games at tha show. Games I'm looking
forward to on GameCube include Pikmin and Rogue Leader, but there still seems to be
the situation that Nintendo still don't really like thirdparty developers, PlayStation2 finally

had around six or s0 games I'd spend money on, and it shows that some developers

the formal is immense, and it was interesting that

now, Sony decided to reveal some of its ©
s8em to be giving the option to turn your PlayStation 2 into a PC. | think Microsoft have
done well to go from a set of concepts and ideas on paper to a (very nearly] compiete
console in the last 18 months, There was some work to do on the games front and
overall the XBox games didn’t stand out much. However, six months or so of work
befora launch should ensure that it will be a viable contender in the industry. I'm

personally looking forward to Oddworld and DOA 3, and by the time It laun

ches in
Europe I'm sure there will be a few more ‘must have' titles

A developer, anonymous
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Big hitters board broadbandwagon

Sony and Microsoft steer a course towards connectivity as E3 announcements
strongly indicate that online access will play an important role in their plans

udging by the wave of announcements
J made at E3, Sony and Microsoft have
maoved thelr chest-beating from the realm of

mere tachnical specifications to tha mors

I heights of broadband connectivity. As

weill as the ralt of announcements made at

E3 by Sony with heavyweight partners such
as Cisco Systems and AOQL, SCEE has
announced an agreemant with LK cable
operator, Telewast, which will see the two
companies traling Europe's first console-
accessible broadband network

That broadband connecti
provide the backdrop for the next stage of
the competition for the space under the
consumer's TV should come as no surprise,
On the one hand, broadband senvice
providers see gaming as an application that
has the potential to drive broadband uptake.
For Telewest, the opportunity is there 1o drive
usage among its existing base of 500,000
digital customers, and potentially adding
more. As games ent manager Tom
Cotter puts it: "On the network side of things

wa're looking at games being a catalyst for

=

broadband. The applications wa're principally
looking at ane downleading new features and
g." With PlayStation2

sitting alongside

:i games -

sual end of the

multiplayer g

services potentially

gaming mé the agreement also offers

In addition to naming Telewest, Cisco, and
AOL as partners for its broadband vision,
Sony also unveiled the promising online
title SOCOM: US Navy Seals (above),
which facilitates up to 16 players. Details
of further online titles will no doubt follow

Telewest the chance to extand its gaming
audience right across the spectrum

Indeed it's the enhanced feature set - and
the possibility of new revenue streams - that

makes broadband connectivity such an

“We’'re looking at games being a catalyst
for broadband. We're looking at downloading
new features and multiplayer gaming”

The network adapter and hard drive unit,
displayed here at E3, will plug into the P52

< 016 EDGE

enticing prospect for gamers, developers,
publishers, and, of course, the consoie
manufacturers themsetves. “From our
perspective wa've got a machine that's
capable of a lot more than just playing retall
discs," explains SCEE's director of new
business development, Nainan Shah.
“Thera's an awlful lot that it can achieve, and
it's designed to achieve an awiful lot on the
network, The memorandum of understanding
that we've achieved istotryand do a
number of things in a step by step way in the
broadband environment, We do think that
from publishers and the content cammunity,
as well as our own development group,
there’s an interest and a desire to exploit
network capabilities.”

Online opportunities

Outiining the potential for broadband
connectivity to reshape console gaming,
Shah continues: “At one level there's
multiplayer gaming of the type that s famillar,
which is one thing that we're trying to
achieve. Equally, one of the advantages of the
network is that it's a great way of deiivering
up-to-date information, or demos. And then
there is a lot of technology that is still to be
workad on and developed to do some very
interesting stuff, This could include the ability
to play without a disc, which already happens
on a PC, but it's something that we think we
could do with the ease and simplicity of the
PlayStation. And then there's a whole range
of things thal creators can do. We'll build the
infrastructure, and then it's a question of what

the pubiishers and devaeopers want to do
with it. We'd love to have people taking to
gach other while they play, or to see sach
other.” Perhaps the most striking opportunity,
though, is to provide surprise downloads, or
regular downloads - raising the possibility of
a convincing episodic experience

Before this can happen, though, there
are certain obstacles to overcome — in
particular the limited availabiiity of broadband
As SCEE president, Chris Deering, axplains,
the plug-and-play ethos of a console Is at
odds with the disparate competing
technologies that have hindered the rapid
uptake of broadband: “Within cable there
are dozens of differant APls. What we're
reaily about is developing something that
iooks indistinguishable from the reguiar
TV/console expenence.” Which is crucial if
another impediment — lack of consumer
understanding - can be surmounted.

“We don't actually think consumers
need to think of this as a 'broadband senvice'
any more than they think of television as a
‘broadband service',” argues Shah. "it's
just something that you do easily at your
telavision with your set-top box and your
console, and it shouldn't necaessarily involve
a high degree of tech savwy." But there
rermains the need to educale users about
what exactly ‘online gaming' will mean after
broadband connectivity is introduced to the
solid-state architectura of consoles.

“We need to work as an industry in
coming up with some technical distinctions,”
expiains Deering. "Right now, online gaming



Is Ultima or EverQuest, but tomomow that will
s may be so, but it remains to be

chang
seen whether gamers will be put off by the

S5ary Nara armve

of acquiring the
dapter add-ons and the
1al LCD screen, keyboard and mouse.

L2

Experimental deal
But wh sameant batwaen Teleweast

e opportunity to

f as
refining the possible feature
enhancements and the revenue opportunities
that they will bring. Both companies are at

) stress the experimental nature of the
san historical

fiating

it LrJes, as w

ner expectation. “We have toc be really

caraful that we don't inadvertently set

expectation levels that are going to end up
disappointing,” reasons Deenng. “The baby
staps that will come first n Europe may just
r getling a message
Then, fittle by

D tral

whaer =
ittle, we'll be adding realtime-enhanced
gaming features, or downloaded
enhancements, The Telewest deal is really
)oking to two, three, or four years

al xind of expenences can
( ably be delivered to the masses
in that broadband environment.”

But In thres or four years, how will this
deal have affected the industry in general,
and particutarly the competition between
y7 Although Microsoft's
d used E3 to outline a new theme park

aliegory to llustrate the XBox approach
towards online gaming, it would appear that
the Redmond giant is seexing a greater

e trol and ownership over the
broadband subscriber than Sony. Whether

i}
il

the company’s widespread sharsholdings in
various broadband providers will be sufficient
to overcome the reluctance of those
operators
in laying ir icture into the g
another question. For Telewest, one of those
in which Microsaft holds a stake,
the issue is clear. "Microsoft still belleves in
our broadband strategy, and cortinues to be
takeholder in Telewest,” argues Caotter
h Sony because they understood
what we wantad from our assets, and they
undarstood our broadband strategy. They are
first to market and the markst leader.”

While Nintendo seems preparad to sit out
tha initial stage of competition for broadband
connectivity, Deering remains philosophical

o offer up their massive investment

wing is

compar

*"There are going to be things that emanate
from this that benefit competitors, or people
outside the game business. So be it. We
want to light the spark. The flames will
spread, we think. This is a catalytic project.”
With the PlayStation2 network adapter
shipping to the US this winter, it looks lika it's
some way off before this deal will come to
commercial fruition. But, as Deering explains,
the broadband future is very much set to
appear: "Thare are a ot of very simple rules
of the road that have to be written before
we can massively expand. But it's

going to happen.” =
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Gaming 24:7 with the Big N

Nintendo presents the marketing strategy for the launch of its next-gen

handheld, underlining the company’s focus on titles over tech specs

Nintendo's new Gaming 24:7 slogan might
not be the most inspired piece of branding
ever, but TV adverts like 'Gents’ seem
strong enough to let parents everywhere
know that a new phenomenon is arriving

< 018

intendo will be launching Game Boy

Advance in Europe and the UK with an
ambitious £30m marketing campaign on
June 22. As part of the campaign, the
company will be unveiling its new ‘Gaming
24:7" brand, which wil also appear in
forthcorming Nintendo campaigns, inciuding
the Spring 2002 launch of GameCube. With
the total number of units sold since the Game
Boy's Inception now standing at 114m, there
ls some way to go before the Game Boy
Advance matches the commercial success of
ts forerunner, but the Japanesa launch of the
newer mocel, which has so far seen sales of

over a million units, has set a positive
precedant for its introduction to the UK.

Thirteen titles at launch

Game Boy Advance will launch in Europe
with a line-up of 13 titles, including three

developed by Nintendo, and 40 titles are
promised to appear by Christmas. Super
Mario Advance, F-Zero:

xmum Vialociy,
and Kuru Kury Kurunn will all boast
multiplayer capabiliities. The unit will be
avallable in four different shades - pumple,
white, clear blue and clear red - but although
Nintendo's semi-transparent modeals have
historically proven more popular, Nintendo of

Throughout Nintendo's multimedia Game Boy Advance assault, the theme is of the level of
immersion provided by its new piece of hardware. These posters will appear nearer launch

of the Game Boy Advance expenence and
the new media approach will deliver some
outstanding results.”

Sticking to their guns

In fight of this ‘'media-savwy' audier

“We have challenged ourselves to change the
way people perceive handheld gaming and
have set ourselves very ambitious targets”

Japan's recent decision to discontinue

opaque models after April may precipitate a
surge in demand for these.

It's still unclear what Nintendo's strategy
will be with regard to its existing catalogue of
Game Boy Color units and software, but it
could be argued that the massive existing
user base could be an obstacle to the initial
adoption of the GBA. Nevertheless, David
Gosen, managing director of sales and
marketing at Nintendo of Europe remains
confident: “We at Nintendo of Europe have
challenged ourselves to change the way
people perceive handheld gaming and have
set ourselves some very ambitious targets.
Gamea Boy Is an icon. The launch plan
challenges some long-established mecdia
principies - we've come up with a far-
reaching pan-European strategy 1o target a
highly mobile, media-savwy group. The quality

EDGE

new Gaming 24:7 brand may appear slightly

nsipid, but it is entirely

keeping with the
company’s message at E3. Keeping its
distance from the Sony/Microsoft tech-spec
willy-waving that has typified next-gen hype
o date, Nintendo has shown itself keen to
emphasise content over technical

capabiities. To this end, there are a number
of sophisticated print and television ads
accompanying the European launcn to
educate consumers (and presumably the
nation's parents) about the merits of Game

such as the ‘Gents' TV spot

Boy Advancs

gepicting a gamer w

he ‘seeks relief withe

from the game

Whather this will be necessary for
what is surely one of the most eagerly
anticipated of the next-gen console line-up
Is anather point, but with retallers taking
preorders at the time of writing, the

commercial succe the lat
o maic i aive SUCCES: e

accompanying marketing campaign.
Nintendo intends to provide rolling
updates on how the launch Is progressing
and other sundry GBA info at
www.gameboyadvance.co.uk.

Crawfish-developed movie tie-ins Ecks vs Sever and Driven - based on the Stallone vehicle
of the same name - were on display at E3 and are evidence of the high quality of GBA titles



Scandinavians get easy access

US company Media Station joins with NextGenTel and B2 Bredband to

introduce a broadband gaming service across Scandinavia from September

T he prospect of widespread availabillity

of gaming on demand came ong

closer this month, as US company Media
Station extended the reach of ts Media

sachr =

o Scandinavia

Through technology licensing agreements
with NextGenTel, a broadband service

jer in Norway, and

adband, w

has networks in both Norway and Sv
Scandinavian PC owners will be granted
unlimited access 1o libraries of games in
return for a monthly subscription. With

Scandinavian broacdbs
ach

d provision well
ide a us
a more widespread
European rollout of similar services.

“The Scandin:

ranced, the senice could 1

esting ground belc

market is one ot the

etration and

leading areas for broadband [
deployment in Europe." notes Media Station's
European business director, Keith Fergie

“The combi
technology and
superior infrastn

on of Media Stations

rvices and B2 Bredband's

ture

particularly within the gaming community,”

th NextGenTel and B2 Bredband intend
sarvices from September,
the former as part of its BroadPark portal,
the latter ¢ DMb Ethermet network

“The B2 Bredband announcement

D Commer

represents the second major technology

nent for Media Stz
Europe in less than two weeks,” points out
Jim Maslyn, president and CEQ of Media

Station. "It

representative of the broadband
growth taking place in Europe.”

Media Station's existing US service,
ives some indication of what

European us 1 expect. Avaliab

saveral networks, including those of Time-

Warner Cable and Comcast, users

thiy subscr charge In return for
the ability to play a selection of popular titles
such as Roller C ar Tycoan or Planescape

Torment, or coin-op classics like Centipede

255 par manth, Senvice providers can
also develop their own content, as both
NextGenTel and B2 Bredband intend to do.
a raft of big-name publishers
signed up to Media Station's distribution
technology - including Activision, Infogrames
- and the potential for
increased earnings by cutting out the retail

and Dis

IIII II\'I i

ELTUT TR

Media Station CEO Jim Maslyn
(above left) is bullish about the
European opportunity for his company’s
gaming-on-demand technology

The BAFTAs are back

Awards go glitzy with a shift of venue to the Grosvenor House
Hotel as they enter their fourth successful year of competition

Last year's host Phill Jupitus (below left),
and Rare's Chris Stamper (left) - a past
winner with Perfect Dark (above)

hile it's uniikely that celebrated
£50,000-a-night man Angus
Deayton will be presenting the BAFTA
Interactive Entertainmeant awards anytime
s0an, It is a testament to the organisation’s
continued success that this year's event wil
be held at the prestigious Grosvenor House
Hotel in London, the same venue as BAFTAS
more gn 2 Iwargas
on October 25, the BAFTA,
Interactive Entartainment awards are now in

their fourth year and encompass such diverse

iines and media as art installations,
WAP. CD-ROMs, DVDs, Web sites, digital
on, and, of course, videogames.
Past winners from the videogame
Industry Include Rare, Pokémaon Yeliow,
Deus Ex, Perfect Dark, and Legend Of

Zelda: Ocanina OF Tirr

e, and if \ 1ancy

looking to join their ranks this year, you're
advised 10 get applications in now.

aratons are aiready wall uncenwvay

3ar's Interactive Entertainment
awards, which wil be the biggest, best and

brightest yet,” says Sue Thexton, chair
of BAFTA's Interactive Entertainment
Committee. “The number of entries

we received & as well as the

overwhelming demand for tickets to the

avent, has proved that the industry has

embraced these awards as their own.”
There will be a total of 20 categories

this year, but the most important for Edge

readers will no doublt be the best game
categories, with a separate award for
mobile games, networked games, PC
games, and cons
be judged by a panel of professionals drawn
from across the interactive emtanainment

games. The aw

Industries, and charad by members of the
BAFTA Interactive Entertainment Committee
Naturally, applicants can submit their

entries electronically at the BAFTA Web

site (www.balta.org), or can contact Joy
Barrett on 020 7282 5823 for an application
form. The closing date for entries is

July 31, with a reduced rate for

entries receved by June 30.

o
el



nu'r 'r'l-lsas Jie dog scoivec

REPORTAGE | 6

i recen! estimate s
--'J|'|||“'|"| i ||I|'II|,'h

one In two GT3 owners have al

Soundbytes '
pects that initially the problem |
fi people who are connected via
ro. d and also have an XBox and
want to play the same game as you at the
same time will feel like Level 12 of Finding
The Needle In The Haystack"

The future of onineg

Charles Arthur in Th

“| kept finding myself totally trapped, going
round and round the same rooms and
galleries again and again. It was a

Kamaesque sensation”
N ecito Dement Mav

nel 5 heroine. Ulala, was boe
gbts of the Tokyo Life ox hibi'[mc’

i “I'm killing the Ernpire. damng" '

Jayshck Junkvaspamraﬁendee pONGS ‘
frend, who's innocantly seke! fm whist he's doing
iy | “Microsoft was finished before it even

e got started. They have no games... |
I ‘ Microsoft does not understand the ;
entertainment business. The processing
speed of their console is not fast enough

and the graphtcs were n:\ugh
jpremo Ken Kutaragi dismisses i admond

“The performance of different co
become so similar it is difficu
whether you are using Play:

or Sega’s Dreamcast"
Alexandra Harney, of the FT, confinns soma long

Most copies of T3 sold out in a few hours, but

V-




-~ Gay Science is Unreal

Austria: Given that the dabate about videogam.
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At last UK gamers can attempt to better themselves
thanks to the brain-building properties ol MindRover

Combine a judicious selection of components with
some inventive programming and victory is assured

Does this mean that we'll all be discussing the
effect of art on the causes of violence in the future?

The architecture of the knowledge space is designed
to create useful associations in the mind of the user

Players can equip their robots with a variety of
components, some assential, some more of a luxyry

After a robot is suitably equipped it needs to know
how to behave, which is whara this screen comes in




The next generation of corporate toy. Will they pro

as offectiv meptitious gaming dev thoug

The country’s first academic conference devoting to
videogames will be taking place at the end of June

01 2@AHMSENS9RAEBCDEF

Get down to Bristol's Watershed cinema for some
big-screen gaming, culminating in a Pac-Man comp

= Twenty-four hour gaming people

: programming, the
h the likes of Tony Hawk, Mat
r MolyneLix, Edge remal

though. Su

off by showing int
Hoffrman, ar
the credential

lans ca

s Executive decisions to make

UK: With titles like Infogrames” V-Raily making a concerted bid for
, Edge took a

4 HALO. The

the corporate

anny by appearing on Palm |

US: Edge can't he

e The gaming Watershed

rshed’ exhibition,

f the ‘Games At Wi

Japan: As par
Br

creen Pac-Mac

d, finally, a three-
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y 1, entitied ‘Game
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Abundant smiles at E3 point towards renewed faith

For cbvious reasons

So downright awful, it's great

Over-enthusiastic American gaming Otaku
Showing how to embarrass yourself at Nintendo's pre-E3 conference
GamerWeb.com - the magazine

Web site dying on its backside? Hey, launch a print version. Er
Golden coins and other shiny collectables

All over E3 like an itchy rash. Where has all the innovation gone?
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Site: The Dot Eaters
LIFL; www.emuuniim.com/doteaters/
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Arybiocy Who Heis had ther st aopeties whatted
by recent form's nio e dark aoes of videogaming Be
The Fist O or Thumb Candy’ Coukd do weorss
Therry loak to Dot Estars for nsoraton. Boaseng &
compnshenave assorfirient of aonsanshats, catinet
wnols, as well as some stagpenngly mmpmssve phoios
Oof the eariest cyber coators, the B8 18 nlonmetive s i
s &t brves urintsntionady hlwious, @na should brng ot
tha nodtaloie in aff but the most hard-hoarted gamer
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ss3 Advertainmennt

Japan: Threa days before release, various versions

of GT3: A-spec adverts bombard the Japanese
television networks. Surely this s the most simpe
ad treatment ever showoased in these pages,

1117 Engine sound can ba faintly heard in the

background as what looks like a Mitsubishi Lancer Evo

WRC car suddenly appears over a gentle brow
. Engine note rapidly augments, you realise 1 is
& Evo WRC and the trow tums out to be a lot more
pronounced than first impressions had led to beleve
| The Eva launches impressively into the air and
almost immediately fades inta the familiar GT3 logo,
... which is swittly followed by PS equivalent
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harged with compiling a st of the most
‘ existence-crushingly painful aspects of the

videogame industry's annual decampreant
to Los Angsies for the Blectronic Entartainment
Expo, RedEye would bypass socilly inept Yank
Wb journos, their fide-marked umbo BverCuest
T-shirts groaning across even more slephantine
torsos, past besulted PR cattle, their spiel aboul as
convincing as that of whichever pharmaceutically
enhanced visionary once termed this the City of
Angels, and opt for flesh. Flesh of the fermale
persuasion, thet is. More specifically, the hectares of
siicone-curved, coconut-creamed, tanning-shoo-
griled meat which acoounts for BO per cent of the
perceived appeal of the hired hands charged with
luring attenciees to new gaming peripherals, hugely
nnovative’ cartoon-licensed titles, and far beyond.

Itis 11am on the second day of the show.

Entering E3's south saction, RedEye is approached

by two ‘booth babes’, as they are at once
afiectionately and suspiciously refamed to here

“Show Daly'T" chimes the first, memily, profiering
a copy of the event's official moming update and
asmilng like a genuine basket case.

Having spent the previous evening in the
company of a number of several industry types who
really should know better, RedEye is in no mood to
refuse much at this point: "Oh.., yes. Thank you."

"On, you'ne Englishl”

“Wel... yes.”

“Oh, | love the English accent.”

The second hired hand steps in with equal
enthusiasm. The scens is stesped In so much
chche that all RedEye can do s make his excuses
and leave, heading into the south hall itself to be
confronted by another day's worth of attendees
smothering each other in an effort to be the next to
be photographed with his am siung around the
waist of an obiiging portion of just about every
software company’s show budget. Indeed, the
softcos encourage It. Come to E3! Sample the
latest games! Snuffle up to the kind of girs you'd
pressously only encountarad in your mind's aye
and in the company of your personally favoured
vanety of absorbent matenal!

It is difficuit to lay blame on the software ndustry

for this type of tactic. After all, don't videogames oo
with guys-who-can't-get-chicks like all-day Intemet
access goes with reduced productivity in the
workplace? It's the give-"em-what-they-want ethic
wit super-iarge, and it seemns 10 work ke a dream.
What's of more concam this year, however, is that
the hiredl hands are competing for attention with two
of the most anticipated pleces of gaming technology
ever conceved — XBox and GameCube - and often
winning. So, are hardecore gamers actually more
into wamankind than they are new alectronic
entertainment boxes? Can this really be true?
Maybe if gamers looked upon E3 content as
they might some form of actual party involving 2
swathe of the farer sex, they'd look with a new
kind of perspective, Let's take this year’s E3 and
transmognfy it o a swanky party in LA. ..
There's the gir you'd been told was definitaty
gaing to be here. She's a party regular, but with a

REDEYE

A sid

eways look a

reputation for beng "dificult’. Many have dabbled
with her delights, some with more success than
others. Those who've messad up? Ther stones
her with some suspicion. The female contingent
locks an with jealousy, wondering exactly what she

t the videogame industry

goodbye to everyone, and male guests' gazes are
cast back into the bottom of their glasses. ]
Suddenly word tums to another high-profile
femala guest, another who many thought might not
make It tanight. You catch sight of her. She's a rangy
specimen, and apparently sophsticated, holding
court 10 a raft of potential suftors from the recesses
of a couch, Despite the initial frostiness, however,
she seems aager to appease the attantions of
anyone and everyone who happens her way. She's
new in town, apparently, and from a wealthy
background. Accordingly, many male guests fawn
over her as she racines. Others, in huddies, speak in
hushed tones about what she might be able to do
for them, as opposed to what they might do for her.
What was initially a small gathering on the
party's diminutive dancefioor is now a sweaty,
heaving mass, and the farmifiar fermale figurs from
earfer in the evening has leapt upon the stage, to the

whoops and hollers of the partygoers. Shedances n
a kind of ‘didn't you know | could do this?' fashion,
and more whoops ane exhalked, more fists are
punched into the ar, and more expensive drinks are
spilled on to expensive cameting, Some will rue the
evening's daliances come tomamow moming.

‘Come to E3! Sample the latest games! Snuffle up to the kind
of girls you'd previously only encountered in your mind's eye!’

did to command fhs level of attention. But she thinks
it's her party, evaryone sise has come 10 see her.
You hear laughter fram the other side of the
roam. Ah, thers she is — someaone youl'd heard mignt
be here, but you've been hearing all sorts of stories
about her for o long now that you no longer knew
what to believe. She's entertaining everyone,
throwing drinks around, istting her hair down, just
here to have fun, No one seems to care what she
does in order to raise a smie: she's from a respected
lineage. Okay, so the party kicked off at 8pm and
she didn't turm up until 11pm, but she turns out to
be worth walling for, For a while she Is the toast of
everyone - albeit some reluctantly — until It turns out
she has to be home by midnight. She skips out of
the door, hair jangling in bunches, her gaudily
coloured dress wisping around as she waves

fDGE

The remaining newoomer, sensing a shift in
atmosphare, raises apologetic-looking hands to
her entourage and motions towards the dancefioor,
She rises from the couch and makes her way
across the room— only to bump into a table of
drinks, sending them crashing to the floor. Resling
around, attempling to steady herself, she grabs at
a curtain, ripping its delicate fibres, and stumides
backwards into a passing waiter, who tumbles into
the fireplace. Those who'd previously swooned over
her apparent delights cough nervously, while others
simply roll their eyes. Some offer to help her up.

It remains to be seen whether or not she'll be
Invited to the party next year,

RedEye Is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s
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ideogarmes are often praised for their

immersive gualities, but what exactly

does this mean? It's 2n odd metaphor o
choose. A game is not immersive in the sama way
as a jacuzzl; a jacuzzl induces blissed-out relaxation,
whereas a game Ideally provokes massive levels of
adrenaline-fuslied stress alternating with tnumphal
refief. (Such emotions could in theory be had ina
jacuzzl, but you'd need the help of other people.)
Immersivity in videogame terms, on the other hand,
seems to be code for a feeling of actually ‘being
there'. But is being there always enough?

One way to enhance the feeling of ‘being
there' is to render your gameworld with massive
poly counts, beautiful textures and so on. Konami's
intriguingly fiawed Shadow Of Memanes, for
example, builds its mittel-European city with
impressive love, and increases the sense ofa
persistent, actual environment because it changes

informationally over time - the seed that gets
planted in medieval times becomes a gnarly old
tree towering over the town sguare in the game's
present. But its stited, prescripted conversations
betray the carefully wrought llusion.

Shenmue'’s trump card, on the other hand,
is that it allows the player to make a wide variety
of redundant choices. Which flavour of soda shall
| drink? Shall | have a look at that photograph?
Mast of the time, these choices simply don't matter.
Hence a certain species of immersivity: the feeling
that you can noodle happily around in a gameworld
that contains information nat directly relevart to your
quest. After all, whatever popularisations of chaos
theory tell us, it is clear that we make hundreds of
redundant cholces every day in real life. This species
of immersivity is most powerfully provoked, perhaps,
by Miyarmoto's two NB4 Zalda masterpieces,

But a highly immersive game must also
convince the player that he or she really matters to
the gameworld, The fiipside to redundant choices
must be the option of making other choices that
have immediate and important effects. Shenmue
fails here, because it effectively leads the player on
rails through the whole game. Deus Ex, on the other
hand, is a paradigm of rich and meaningful choice,

because ft boasts both a consistent gameworid
and a plethora of strategies and gadgets with
which to assail its objectives. It offers the player
a wide selection of things to ‘say’, then listens
to him very carefully, and renders a trail of
believable consaquences.

So far, these standard strategies of immersivity
have been one-way: let's draw the player into the
gameworld. indesd, it is often thought that the
player’s psychological involvernent in a videogame
is a kind of fragile spell, a suspension of disbelief,
that must not be broken. Yet there is an altemative
paradigm that deliberately breaks this rule, It has
only been rarely tried in videogames thus far,
althaugh it has been exploited in other artforms
for hundreds of years. It rests on the idea that
exposing the flusion makes the flusion stronger.
Let’s call it counter-immersivity.

Take, for example, Mark Z Danielewski's brilliant

Steven Poole

recent novel of weird topography, fim studies
and intellectual terror, ‘House Of Leaves”. Where
the fat, panoptic novels of the 19th century aimed
for transparent believability, Danielewski's tale is told
by a gaggle of eccentric narators, and the novel
continually acknowledges its own status as a
crafted, printed text. "Hey, I'm just a novel,” it

avoid Psycho Mantis's unerring aim, and its sarcastic
comments on how often you save — is encouragipg.

Such playfulness should be cherished for two
reasons. Partly because it reminds us that
videogarme narrative does not have to be stuck in
a neutral, declamatory 18th-century style. And partly
because it represents a fruitful reversal of direction in
the psychological relationship between player and
gameworld. Traditional tools of immersivity work to
draw the player info the virtual space, but counter-
immersivity draws the artwork outside its frame,
and takes it into the same space as the viewer.

The use of hardware peripherals in videogames,
of course, iInvokes a simple, mecharical counter-
immersivity, the twin screens and sniper rifie of
coin-op Silent Scope being a prime example. But,
as whan the world of Metal Gear Solid temporarily
taaimotnofﬁ'escram.mwﬂer-lmmersivﬂycma]so
take more subtle, structural paths. The cleverest

TRIGGER HAPPY

design aspect of Shadow Of Memories is its hint of
counter-immersivity in the way it weaves the familiar
repeated-death videogame cliché so carsfully into
its narrative framework. And if EAs Majestic fulfils
its promises, then counter-immersivity delivered
through voicemall and email will add yet maore this-
wotld texturs, as is already the case with the viral

A highly immersive game must also convince the player that they
really matter to the gameworld. Their choices must have effects

keeps saying to the reader, but that doesn't make
it any less thriling. Our will to believe, as consumers
of art, is so strong that we continue to hoverina
This kind of thing is often called postmodarnism,
but it has been around a lot longer than that.
Shakespeare, for ane, was very fond of staging
audiences watching plays within his own plays,
and using characters (often clowns) to comment
irorically on their own status as fictional characters.
It seerns that an artform needs to attain a certain
level of maturity in order to have the confidence to
start pulling stich tricks, and sa the example of
Metal Gear Solic's wry jokes about being a
videogame - the advice to switch joypad ports to

EDGE 192

marketing campaign for Kubrick/Spielberg’s 'Al'.
The most brutally disconceting recent use of
counter-immersivity in cinema occurs in Japanese
horror film 'Ring’. More than any other film, it is
designed to work its black magic when watched
on video, alone, in a darkened room. | don't want
to spoil it for you, but it can be seen to hintata
more cunningly manipulative future for electronic
entertainment. Videogames may become ever more
pleasurably or temifyingly immersive if they can just
leam to crawl out of our televisions more often.

Steven Poole is the author of ‘Trigger Happy:

The Inner Life Of Videogames' (Fourth Estate).
Email: trighap@hotmail.com




s I'm sure many of you already know,
A Sega officially announced its commitment
to Nintendo at E3, developing its new
multi-platform strategy foliowing similar
announcements on the Sony and Microsoft
conscles. I'm really excited, because as a
creator, Nintendo is one of the companies |'ve
always wanted to work with, In addition to that,
Nintendc is guite a challenging partner. So the
fact that it is now possible makes me very happy,
S0, the first two comparnies from the Sega
group to make the move to GameCube are
Amusement Vision and Sonic Team, The first
titles will be Phantasy Star Online. Virtua Striker 3,
and Monkey Ball, all of which will benefit from
GameCube's iIncreased power. Anyway, enough
of plugging Sega games, let's talk about E3.
To tell the truth, | have the iImpression the
industry is getting confused, as it is in Japan, which

my favourable iImpression.

At the show, many people asked me whether
our developing two titles for GameCube signalled
a shift away from the arcades. Well, this is not the
case at all, and | will continue the arcade business
as well. It is obvious for me. To me, both markets
have the same attraction: they are both interesting.

Aryway, as | have cnly just returmed to Japan
from E3, I'm still suffenng from jetiaa. | only stayed
three days, but | feel exhausted. Interviews were
the most exhausting thing — always the very same
questions: "Why did you choose GameCube?”",
“What do you think about Game Cube now you
are warking on i7", | had to give the same answer
over and over, and | felt very tired.

Anyway, to answer these two questicns simply
| would say: “Because | wanted to," and, "l don't
see what would be wrong working on hardware
developed by a company with such a prestigious
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littles I, then that would not make a woman
beautiful for everyoody — it is the overall impressign
she gives that will make her attractive. But that isn't
always enough, and sometimes something more

is needed. Something strong, which remains inside
you., It is the very same thing for console. So, is

a given piece of hardware offenng this good total
balance or not? This |s the point, | think, As creators
have very different tastes, their respective types of
woman — their perfect hardware — differs.

In this sense, GameCube, PlayStation2 and
ABox may may be considered as many different
types of worman, What do you think? Thinking that
way may sound funny. And | would add.... no, lets
stop there. This should be a talk about hardware
and it is getting very, um, ‘hot’. S0, yes, a systam
would be attractive if it managed to have this good
total balance and an unidentifiable vital plus, So,
if hardware is the body, software would be the

shihiro Nagoshi, president, Amusement Vision

i guite sad, actually, | really hoped we would ses
action and get some exciting surprises, but | feal
that | have been quite naive. Dreamcast has gone,
and, in my opinion, Microsoft and Sony weren't able
to present anything really innovative. What attracted
my attention the most was certainly Nintendo, but

| realty should stress that it is not because | decided
to work on GameCube that I'm flattering the
company. | just think that, as always, the company
has the right approach to the market. | also have
the impression that this company is able to offer a
solid line-up for a given market. As a result, people
will desire these titles, In another way, even if the
company chooses a young audience as a centre
for its strategy, it is able to offer such a degp and
rich content that it can also appeal to a much

older audience. Yeah, they are good. Do | flatter
them too much? Luig was there, but there was

o sign of Mario or Zelda for the launch of new
harcdware, Every new Nintendo conscle has

given us the occasion to discover a new Mario,

and | want to see what new innovations his
reappearance will bring. With this in mind and a

lot of exciternent, | was a little disappointsd to not
see the game at the show. But even that didn't afiect

history in the industry.” While this may sound overly
simplistic, | really can't see what more | can say on
the subject. Okay, let'’s be a little vicious and let's
say what people would like to hear: “Chay, this is
graat..." and at the same time, "but this is not
good.” However, | think that when you start to work

perfume or the clothes, Casual, suit, dress, and

than the right make-up to fit with them — | rsally

think the creator is this styiist, who will give this

attractive allure to a model. Yes, that sounds great.
Among developers working on certain hardware,

there will always be one saying: "No, that'sit. | can't

| only stayed for three days at E3 but | am now exhausted. The
interviewers always asked the same thing: “Why GameCube?”

on any hardware, if you start to find you are
struggling with certain aspects of the platform, you
should not mention it. Thens is a reason for that, in
that | think it is a personal evaluation of a maching,
and the fact is there is no perfect hardware.

If one person thinks a machine is perfect,
there will always be another who disagrees,
Indeed, | have a bizame image in my mind that likens
evaluating a console to searching for vour ‘type’ of
woman, Well, | told you it was bizarre, | mean, when
2 person thinks a woman is very attractive, that doas
not necessary mearn everybody will think the same.
In & simple way, this could mean looking at how
the eyes and the nose are, or looking at the total
package. Becauss the eyes ars big orthe nose a

EDGE!:

continue,” and will strongly express its
dissatisfaction. According to my analogy, it would be
ude o say to & woman who may not be your type:
"Why are you not different?” If she Is not your type,
she may well be ideal for many other people. The
angry developer would be hated by the girl. So, itis
important to choose according to your taste (select a
platform), get a date ([development), and bingo (a hit
game). That's it. Saying such things reminds me |
really found Dreamcast very attractive and, well, we
broke up. Wait a minute, |'ve gone and strayed back
to my analogy. Ch well, see you again.
Toshihiro Nagoshi is president of Amusement
Vision, formerly Sega subsidiary Soft R&D #4
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Super excited yet?

it a nall with an inflatable hammer enough times and
maybe, |ust maybe, the nail will eventually sink into
wood. Robbie Bach, chief XBox officer, may have been
foping for a similar effect when he came on to the stage
at the Los Angeles Entertainment Centre to give everyone
a taste of console gaming, Microsoft-styla. 'I'm super
excited,” he daclared. And as if we weren't already
convinced about the power of XBox, he proceeded to repeat
a corruption of this phrase after every two statements.

But not everything worked with the reliability of a
talking doll's voice-cord at the XBox conference. Video
links went down, games displayed serious frame-rate
issues, and respected Japaness daveiopers stood awkwardly
on the stage failing to hide their embarrassment behind thick
sunglasses. it was an opening to Microsoft's E3 which
highlighted its inexpenience in the console market.

Elsewhere, Nintendo and Sony demao’d games with
an assured touch. In truth, their line-ups contained the
same mixture of bad, indifferent and intriguing titles, Even
Luigi's Mansion (below) failed to completely convince, with
the comment “limited” summing up the experience for many
attendees, But in terms of presentation and media savvy, the
two Japanese rivals have been doing this for too long to get
it completely wrang. Sony's Intraduction of hired ‘clappers’
to their press conference filled the astute with dread, but
gave the less perceptive a more favourable impression
of amixed bag of announcements.

Technical glitches hardly helped Microsoft, but the
order in which it showcased its games showed greater
naivete, Potential blockbusters Oddworld: Munch's Oddyses
and Halo opened the event; the risible Pirates Of Skullcove
and a unimpressive demo of Al followed: a multiplayer demo
of NASCAR Heat (which only underlined the demonstrator's
poor driving skills) rounded things off. Predictably, journalists
eager for melodramatic news went away with only the
insipid, half-complete titles fresh in their minds.

XBox has potentially great games. but the Microsoft image
problem remains. Broad smiles and ‘skatin’ krew’ slang will
have even less credence away from US shores. Europe and
Japan will require more subtle marketing approaches. But for
the meantime, expect to be bombarded by the terms ‘rad’,
‘pombed’, and ‘Jazzed’, and & good deal more leading
up 10 the US XBox launch in November,




Luigis Mans
Luigi beats his brother to GameCube as Nintendo offers an intriguing glimpse of the
sort of environments that will be making an appearance on its shiniest console
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Theugh this is a dark game by Nintendo's standards
(have you ever seen Luigi looking like this?), it's all
wrapped up in the cuteness so beloved of the softco

This oddbod (top left) assists Luigi with
his adventure, providing a machine into
which captured ghosts can be fed. ina
clever Nintendo touch, a Game Boy Color
provides in-game assistance (above)

In place of knife-edge jumping.
precision comes pure exploration:
it’s your task to clear every room
of Luigi’s new abode of ghosts
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The player walks the line between confronting ghosts
and being spooked by them - producing comic effects

In terms of how the game is negotiated, think more Paper Mario than Mario 64. Entering new
arsas sees walls and doors taking on a translucent quality (above laft). Some of the larger foes
take longer to suck into your household cleaning device (left). Numbers indicate their ‘health’




Freak Out

Thirteen beautiful sisters, a similarly unlucky number of evil demons, and a
scarf that’s possessed — welcome to the continually odd world of Treasure

Boss levels following on from ‘normal’ stages may
not be particularly revolutionary, but trust Treasure to
have come up with some memorable attack patterns

The superb central hub chamber where access to
the game world is granted. Once all levels are
defeated, a further stage would appear to exist

1 fyou read ES6's ‘Inside... Treasure'
| festure, you'll know Freak Out I8
| -one of three projects currertly
sucking the remarkable (and seemingly)
never-ending abundarice of orginality out of
the small but tremendously respected Tokyo-
based compary. And if you visited Edge'’s
online forum several wesks ago, you would
have seen screenshots along with a brigf
outline of the plot. Edge has since played
a preview disc, and can now share more.
For the less devoted forum frequenters
{or indesd, those without Internet access),
the narrative is deliciously Treasure-like:
the 13 most beautiful sisters on the planet
are targeted by the 13 demons of vanity who
like nothing better than to transform human

How you use your scarf’s ability

is entirely u
St th

a concept

tfo you - and this is

at, fo Edge’s mind,

borders on videogaming genius
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beings into freakishly mutated versions of
physical loveliness. Of course, to do just
that the last of malignant spirits slip up and
end up possessing the 13th sister's scarf
instead. Realising she can tame the evil length
of matenial in guestion (which has the power
to deform anything it touches), Linda then
sets about rescuing her possessed siblings.

But, of course, there's a superbly stylised
intro to tell you all this without the need for
words. Then ‘start’ is pressed and the screen
reawakens to display the most memorable
cantral chamber of an otherwise familiar and
reasonably generic hub-like arrangement. The
walls, the floor — everything in the world — are
depicted in the suitably crazed pencil art seen
some years ago in A-ha's Take On Me' video.
Everything, that is, except Linda, her colourful
depiction standing audaciously at odds with
the stark, though lively, menochromatic
environment. An appropriate time to
get to grips with the controls, then.

The left Dusl Shock stick moves the lucky

lady. The righthand side equivalent aims the
demonic scarf. L1 locks on to baddies with
strafing ability enabled, L2 allows you to look
around, while B1 unleashes the possessed
garment dangling from your neck. Looking

for the jump button? You're wasting your time.
If leaping is your thing (and it'll have to be if
you want to complete some of the levels),
you're going to have to grab the environment
and prope! yourself against gravity.

The clutching part is done automatically,
with your angry scarf ever eager to wrap its
cloth fingers around whatever comes within
reach, When it does find something it likes
the feel of - say, a foe - it takes hold, and
pulling back on the right analogue stick
stretches that particular antagonist until
you're ready ta let go of the R1 button.
Obwiously, the more you pull back, the harder
the hit, with the most powerful blow requinng
a little circular wiggling of the analogue stick
to build up the tension meter untii Linda
hersalf is thrust against the assailant.



One of your possessed sisters (above). The star-shaped icons at the bottom left and top right of the display
are your and the enemy's health, respectively, The scarf's tension gauge can be seen on the bottom right

The ingenious element, however, |s that

a2n be manipulated in
OW you go about

es a little getting used

articutarly in terms of judging the direction

gth correctly, but it goes work

fore you realise it, you're playing
with an entlrely novel set of play mechanics
You're stretching enemies’ body parts and
Us 5, deh

ng these as weapon rming yout

ot yourself
against h
yourself wothing other than

two analogue sticks and a few shoulder

buttons, How you use your scarf's ability
is entirely up 10 you - and this is a concept
which, to Edge's mind at least, is one that
borders on videogaming genius

Less revolutionary is the game's structure,
with boss levels following ‘normal’ stages, but
as with all of Treasure's output, you can at
least expect the unexpected when it comes
to the characters you're up against. Whoever
decided that the beach-ball-sized breasts of
the: first-level female opponents should double
up as helicopter-style rotors should get a
promotion. No, make that two.

Expect a review soon.

PlayStation2
sher; Viegin
Developer: Treasure

Crrigire: Japan
se- 03 (UK)

Fale:

The game is nearing compietion and due out in Japan soon. Edge’s only worry at this stage is the
pronounced level of slowdown that can occasionally crop up during the game's more hectic moments
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Wave Rece: Biue Stom

Developer: In-house (US)
Origin: US
Relgase Q4

The halls of E3 played host to all manner of watersports titles, but it did not take
long for word to get around that Nintendo’s seminal jetski game was back in town...

— neof Nintendo's surprise E3
showings was this, an update of the
five-year-old |etskiing game which
many still regard as the pinnacle of the NG64's
mainourished racing catalogue, developed by
the Nintendo-owned American outfit which
succeaded in bring Ridge Racer so
convincingly to the N64.

The most obvious improvement in 128bit
made is the appearance of seven opponents,
compared to the thrae of the B4bit version
{Weren't gamaers forgiving way back then?)
Ina purely visual sense, however, the game
initially fails to offer inspiration, its push
towards realism offering a style of
presentation aimost akin to a PC game:
it looks shghtly drab in comparison to the
colour-dranched, almast cartoony NB4 title.

Nor does the game appear to push nearly
as many polys as its host maching is capable

SRR i
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It was difficult to tell on the monitors at E3, but Blue Storm appears 10 use a lower resolution than most
other GameCube titles. The trade-off comes in the form of a raft of truly magnificent water manipulation
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The somewhat sombre lones of this sequel sit at
odds with the legendary N&4 title. In an odd move,
some of the characters' spark has been stifled

of. The trade-off comes in the form of spot
visual effects: ight bounces off jetskis and
the water's surface, itself rendered in a
staggeringly organic manner (indesd, realistic-
locking water was all over E2, and only two
tities came close to matching Blue Storm's
H.0 — Pirates Of Skulicove Island and
Interplay’s Baldur's Gate: Dark Afiance),
and the camera 'lens’ becomes spattered
with spray during replay sequences, an
effect somewhat akin to that of Wargasm,
but more convinaingly implemented.

Nintendo promises a total of around a
dozen tracks for the finished garme, although
at least three are being directly brougfit over
from the previous game, lending a familiar
feel. Most tracks offer the typical brand of
Wave Race short cuts and obstacles, and,
unsurprisingly, buoys mark out your route
through each. As in the previous game,
passing these markers eventually maxes
out your power, but Blue Storm also
introduces a turbo feature, which becomes
available before full power is achieved. This
element brings with it a new layer of strategy
as players elect to use speed bursts for
overtaking manoeuvres or to simply gain extra
distance when jumping over cbstacles.

Unquestionably the most enjoyable
watersports title at E3, Nintendo’s game also
allows you to perform a wide selection of
stuni-like moves while riding, some familiar
to the senes, others new. As well as being
aesthetically rewarding, such stunts
bﬂl"!g score remuneration

While in some respects it was
disappointing to see Nintendo hauling
across so many established aspects to this
high-profile GameCube title, it proved one of
E3's biggest draws, and served to hammer
home the message that many gamers seek
little more than updates of properties
they know and love,



» = "~ Buiblher: Edos
Derveloper: Free Radical Deﬁgﬂ

Origin: UK

Holease: Q2 2002

Free Radical goes back to the future once more (or is it the past?), pouring
extra effort into refining the oneplayer element of its runaway success of an FPS

e Imest.

a shallow onepl

ars may have offered

r experience,

out it still proves to be one ¢

Dest muit

ayer games on any console.
Those still engaged in the Chalienge mode

the muitipliayer arenas or just tinkenng around
with the MapMaker will be delighted to hear
that the sequel Is to receive enhancements

in avery departmant,

Much of the engine code will remain
ntact, but the team Is keen to make major
upgrades in key areas. Apan from visual
enha

expansive and |

cemeants, environments will be more

clude many interactive

components will include the

Wiid West

{ the , Contemporary Sy

iocations, and stic planet landscapes

The time-travelling therne will also ensure

that mar nal characters retum
The developer promises a new animation
system to make enemy characters act
more dynamically to wounds in key hit areas,
and all weapons will be enhanced. But, more
importantly, puzzie-based objectives are 1o
make an Appesr
The team bahind
looking to put
the most pop
Multiplayer as
as before, but will a

3 Ir

the oneplayer game.
e will hopefully be

spiration into the

Jenk;

g the driving game as
-entertainment

are 10 be as manic

) benefit from mone
intricate level designs and an improved
version of the MapMaker, Few details about
these aspects are being revealed, but i-Link
support |s assured and a possible online
component is under discussion. Screenshots
hint at FPS squad-based combat, which may
be the first of its kind on console. Coding
began on the title in November and itis

a spring 2002 release

Character models are already much improved from the
original, and a rewritten animation sysiem should ensure
that the death sequences are more convincing. Though
the manic natura of the multiplayer games will remain,
the team has made a commitment to the oneplayer
experience. More complex mission objectives and a
cohesive plot will send the player from the Wiid West 1o
alien landscapes on a quest to thwart the TimeSplitters
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Unreal 2

Legend Entertainment invites Edge into the all-new, hugely expansive Unreal

universe to talk engine advances, fluid NPC interaction, and the oneplayer

experience. But whatever you do, don’t mention the multiplayer...

L__'__I he interview with Legend

Entertainment is gaing
| smoothly — but the atmosphere

is about to change. A seemingly

innocent question about the game’s

deathmatch options has the team

looking at their shoelaces inan

awkward silence. You would think

the team currently working with Epic!

new Unreal 2 engine would
be delighted to t
miultiplayer aspect
in the air until Legend's studio head,
Mike Verdu, spaaks up: "A lot of
play has been given to this product’s
multiplay in the press, but we want
to talk about other aspects toa, The
focus for most users is going to be the
oneplayer game. Let's talk about that.”
If Legend Entertainment wants

k about the game'’s

s. But silence hangs

to get one message across today,
it ts this: Unreal 2 will be bigger and
better than anything its licensor
has produced to date. It comes

ACTOSS in even

Ming the team says.
"Unreal was a linear quest through a
somewhat barren landscape,” declares
Verdu. He is clearty unperturbed by the
presence of the Epic team, which is
also in attendance at the mesting.
Legend may be contracted to the
hugely successful Epic, but it certainly
isn't intimidated by its reputation.

Alda is the military intelligence officer who will
guide the player on strategy and deliver many of
the plot twists from tha confines of the Atlantis

A pinch of assault

Aryone familiar with Unreal

Tournament's most dynarmic elemeant

should be instantly enthused by the
scope of Legend's design brief. The =
team is taking the seeds of Unrea/

Toumament's Assault mode and
developing a game that will see
the player defending and assalling
fortresses on a massive scale. This
will involve firefights against alien

r: Infogrames

=r: Legend Entertainment
ing 2002




Legend is particularly proud of its particle system, which is its own addition to the Unreal 2 engine. Along with impressive flame and smoke effects,
the team promises material effacts which will bend and flow to convey the sense of air flowing around the interior and exterior environments

a INto the onepk

landscapes, the defence of the alied

er game

at the

As a 24th century marshe

of space, i 18 the player’s task

et

COMOaL

over forming alleg

you may be allied wi

BN Two

part in the battle and co-o mercenary company, anc

ns later vou will be fighting them,”

ains Vierdu. “The balance of power

Legion's reluctance to discuss multiplayer becomes clear.
Talk of frag counts and capturing flags does a disservice to
the effort which is being channelled into the oneplayer game

s contnuously and In some

will ket you make thesa che

cally. It's really an objective of

dynar

e,

© have you go down into a bal

/0 sides fighting and pick one. We

the experience should be very Intense. wi y channel you back into the

This will he termission, so story, because you don't want it getting

firishes and things calm

C control, but we want it to be
down. Defenders can then run to the as open ended as ¢ "

first-ald stations, get healed and gst
ammo. Then you will get notification Discovering Atlantis

3y, uppaort the plot,
5. This

that the second wave A mata narrative will

oning behind which unravels duning mi

ns between
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The latest iteration of the Unreal
engine (Unreal 2) provides Legend
with the grunt behind its game
universa. While the original Unreal
was optimised for Intel's MMX
technology along with PowerVR and
3dfx 3D accelerators, the engine's
advantage lles in the consolidation
of core technology. NVidia's
dominance in the videocard market
s seen as a boon by Epic. "Diversity
hald back 30," says Tim Sweeney,
Epic's lead programmar. "Now
NVidia is doing everything possible
to accommodate gamers, and we're
already talking to Microsoft about
DirectX 9. Up to now all 3D games
have looked similar because of the
hardware. Now they'll start to look
mare unique."

The Unreal 2 landscapes
revealed to Edge along with the
technology demos shown at GDC
provide ample proof of Unreal 2's
power and versatility. The ability to
move smoathly from an expansive
outdoor arena to a claustrophobic
Interior, with no drop in performance
or detail, is the engine's greatest
asset. The landscapes Legend has
generated for Unreal 2 are already
some of the most memorable and
haunting consigned to silicon. It is
DirectX 8.0's manipulation of both
pixel and vertex shaders 1
has given artists the versatifity
to truly realise their imaginations

Though polygon counts alone
cannot improve gameplay, the
abillity to provide solid and well-
realised anvironments is sean by
Epic as a step forward in terms
of player immersion. Unreal 2
can comfortably generate 50,000
triangles per frame and remain at
a constant 60fps. To put this into
perspective, Unresal ran at around
300 triangles per frame. “Levels
run fine on XBox dev kits — both
hardware transformed and hardware
I," states Epic lead programmer
Jack Porter. “it's based around
some of the old Unreal code, but
we've added some new sets of core
functionality to bring it up to speed
There are two main additions: the
terrain system for large outcoor
areas, and the static measures, or
hardware pressures. These are high-
poly-count, prefabricated objects
that you can place around a level,"

Epie's new engine promises
to bring an incredible level of
power and versatility to coders
at all levels s arge libraries
and resources already under
construction. Though Epic is busy
developing a new title for XBox, it
seems certain that the licensing of
its new engine could generate more
dollars than any one hit game
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More than 24

y creaturas will make the fina
game. The Skaa the anly race to return from the
original, though new triba types - indicated by
tattoos (right) = will provide different challenges.
Mora fearsome leaders will command their brethren

mere gimmick, but &

the gameplay, "We think it Is unigus,”

s tachnical lead, Mark

enthuses Leganc
Poesch, “In the firstperson genre |'ve

en troubled when yo

racters that you will get to know
well, and they have perscnalities — an

emotional state relative to the piayer.

the possibiites o

JUmping up

1. What is the character

accompanying you an missio
"We don't want a Dalkatana situation,”

3 Verdu. "We believe in player

firepower to ¢

Interrupt narm

draw third parti hatter. "What expert, and Aida, a beautiful intellig Johnson buys it at
drives our motivation s that we have a afficer. “It is really Aida wh you feel a pain, but that's iife.”
v player will try to
. Unreal ambition
The scope of U 28

icled

g eacr

Though Legend Is developing Unreal 2 for Epic Games, it has ambitions to m

e this new

The oneplayer game remains the focus on infiitration and

Instaliment superior to the original in every we
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The team has divided weapons into five types: biological,
electric, psychic, thermal, and physical. Matching them with
the alien encountered will be a major part of the strategy

t of th
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the weaponry Legend is attempting
1o introduce to the FPS

Urveal 2 is such a departure from
the original game that only one race is
to make the transition 1o the sequel -
the Skaar. The landscape technology
has provided Legend with certain
design challenges. Create a surmeal
landscape and suitably unusuai aken
fypes ara required to populate them
Perhaps the strangest are the Striders -
biciogical terrors that grow in strength
through melding with other Striders.
Beginning as & blob of conical glue,
the Strider, if left to its own devisas, will
aventually form the Strider Nemesis -
a creature with dramatically increased
firepower and intelligence. Striders will
also be able to disassembie and
reassembie to overcoms obstacies

while hunting down agversanes

More unusual stil are the ‘N’ —a
transdimensional alien race. “There are
actually only three N," ponts out Verdu
*But because they ocoupy more than
one position in space at a time thare
appears 1o be hundreds of thousands
of them. They can't be killed, but when
you shoot one, the blast depletes the
enargy used to fold space and time at
that particular node of the N.” While
Trekkers may love the possibiiity such
creatures conjure up, Edge only hopes
that Legend avioids the usual features

associated with such videogames
entities: a senes of fluorescent clouds

designed 10

Multiplayer made clear
As for the multiplayer options, after
explaining every facet of the oneplayer
game, Legend becomes more amiable
to talking about online play. “There is a

lot of multiplayer action too,” concludes

Verdu. "You have a home base which
yOU can customise with gun tumrets,
forcefisids and sensors. Then you have
to attack your opponant’s home base

The promise of indoor and outdoor environments,
combined with Legend's own advanced particle
technology, promises truly frantic multiplayer skimmishes
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The power and flexibility of
engine is such that laveis
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Revolution

Stung by the reception of its last title, /n Cold Blood,
the York-based codeshop has regrouped, rethought,
and - to some extent - retumed to its roots for its
new assault on the market. Edge plays detective
to find out more about Good Cop Bad Cop and

the next in the legendary Broken Sword series

Inside...

Photograplyy: Martin Thompson

I§ even Whedd Ingide the k
Altside Favalutions York offic ind
na
y sun shining
verhead, tourist ¢ drifting by, Edga firs
hy -ur]." if this Is a revolution, then it's a pre 1I_\

wything

stable ghosts in the p
olution loves its memories, too

Charles Cec:l

levolution - Good Cop Bad

work on its n

cil wanders off and returmns with

yhich tum out 1o t

on's Domesd

praise, He flicks

'|I"'iJ'_j" tham with a smule. Happy memonas

Vive la Revolution

2, and Revolutior

Lure OFf The Temp!

lollows the path of su
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Cme next, anc



On top of the RenderWare toolset, Revolution has added volumetric lighting,
particle sffects, and animated textures. One area of pride is the explosions:
“Pretty much the whole screen, exploding in your face,” says Payne

Revolution devotees will recognise this alley
scene from Broken Sword 2. To demonstrate the
look they're aiming for in The Sieeping Dragon,
Revolution resketched and reconstructed it

< 048

) loved adventures and

fantast

reviews, People
't like action
wer marks, People.

iould give

His voice tr off, But you just know

what he's thinking; He clarifies: “It was sold

mistakenly —and God knows who by — as

¥ 7 =
a Metal Gear S

equivalent. So people

thought nt’, and then it was nothing
lke: MGS soever. In Cold Blood was
an a and it was an interesting

Good Cop Bad Cop
Cecll introduces the thirdperson &
an action game in wmch the narrative rewards

o with mor:

venture: “it's

you. It presents =2l choices at

certain points in the game, and th

of those moral chi )
you might have the option to shoot someone

or arrast them, and the weapons you get, an
the gadgets you get, depends on that

We want a consistent worid

ant people

to react according to their approach.”

“The narrative presents you with moral
choices at certain points, and the outcomes
of those choices are very important”

experment, and a lof o

eople loved it
intend to repeat it at

and we dor

Good Cop Bad Cop is an action game.
The at

Good Cop Bad Cop s one of two nesd-

on determines everything.”

ion games Revolution is working on,

In addition to converting the Broken Sword

games to portable anms. The other — the

next in the Broken Sword series, The Sleeping
led Broken
Sword 3 - Is just out of the planning stage.
Good Cop Bad Cop, first seen in
more advanced.

Dragon, and absolutely not o be ca

15 muen

As revealed n E98, the game centres

on detective Ben Kellman and his quest for

for his murdered father. Ac

Jus ompanying
Kellman & Maria, his honest, do-good partner,
and McNab, the streetwise boss who
encourages the detective to get the job done
gardless of bodycount. The two influences

act as devil and angel on Kellman's heavily
burdened shoulders, giving advice and framing

the game's moral choices. It's an interesting
dynamic, especially given that this is
Revolution's first self-sustained atternpt at

action gaming, but the director’s eager to




The lead character has several different animations for pulling himself up
differing heights of obstacles. It's just part of the animated attention to detail
that Revolution hopes will elevate Good Cop Bad Cop above rivals’ work

FAQ

Company name: Revolution
Founde

HQ:

Number of employees: 2
Softography: L

12 (F B

Projects in development:







are that you're probably going 1o have to

be pretty good to get the good cop route,
sort of want to encourage people 1o play

the bad cop route, and we want 10 encourage
them to work cut how they get the good cop
route; to think about it more.
We've written the story so t
oon't really know what you shoulc
or you shouldn't be daing. We hope that
players'll be sitting there thinking about |t, and
then the next day on the way to work they'll
be thinking “What should | have done there?"
Though at every juncture Cecll is keen
to stress that the emphasis in Good Cop Bad
Cop s on action, it shares much of the
philosophy that runs through the Revolution
back catalogue. Skipping through the digital
sketches and taking in the characters’
personalities, it strikes Edge that this is as
close 1o moviemaking as gaming gets. The
game isn't a wry slight at cop foliklore, nor is
It & one-joke riff on the Good Cop Bad Cop
formula. This is every piace of copshow
¥, shot as film noir and played completely
straight, wrapped over something Ceci
belleves games so often lack: emational depth
"We wanted rich characterisation,” he
stresses, “A lot of Japanese and American
games have very one-dimensional characters.
I'm not into knocking other people's games ~
there are several which are excellent — but you
never really get drawn into the characters.”
That's not the only advantage Cecil feels
Revolution has over its rivals, either:
“Something that we do — and we don't believe
the Japanese and Americans do - is the
attention o detail in the animation. There's a lot
of love gone into it. I'd like to think that there's
no one else wiiting an action game who's really
tried this hard 1o get across the right fesling
"There's a lot of obsession with
photorealism at the moment, and our feeling
Is that photorealism’s never going to look as
good as a film. So you want to believe your
characters, but our fesling here is we want
something that looks realistic, but is stylised,
timeless. Like in "Seven’, we really liked the fact
that you didn't know whether it was set now or
in the past. What we don't want 10 do is pick
up the baggage of any particular time period.
An example is the cars — we very deliberately
waent for.a mix of the "50s and the modem
t's all part of the unique look.”
Have they found their vision limited
by the host machine's architectura? Payne
xture memory is always going
to be a problerm on PlayStation2, but you can
actually upioad a lot of textures per frame. So
It's not really about texture memaory so much as
it was in the first generation of games. We're
getting really good performance from i, even
though we'ra quite textura intensive. We've
always done really nice prerendered
backgrounds before. From an art point of view,
we're nat going to make do with standard PC-

be doing

answers

ike games where you don’t get much
in the way of textur

to these guys they didn't
didn't have support, they
We really caught the wa
de
also RenderWare, That's fantastic, becauss

that's what middieware's really about, to give
us — we're a content r that! at
we've always been - a

Payne nods, and ¢

ntinues:; *

wa've got that for PS2
PC. We're allowing the
the graphics, and we're using the
Al. We're using Maya for
designers. When you're program

re for the

and our

you can spiit it, almost, into what you see and
hear, and what's going on in the background -
the Al, the characte
thing. We're very
on the internals of it
big thing, And the Al is t
If you can have two bi

W, that sort of

movemer

e other, um, g thing.
things.”

Broken Sword returns

If you can't, then Revolution's clearly in trouble
across the board, Two big things: trying to
develop a genre-defining artistic thirdperson

shooter, while simultaneously scripting the
follow-up to two of the greatest adventure
games of all time, Broken Sword: The

Sleeping Dragon s finally haading tc
next-generation systems, and t

ards

eniure

knowing litthe to nothing about it. As
concept art and the cover of
design document, Revolut
today, but what Edge lays eyes on is exciting

enough - conceptually at least. So why the

long wait, especially ¢ that demand for

a third episode has always been so high?
“We consider it 1o be a valuable franchise,

replies Cecil. "What terrifies us is rulning that

We want to keep it very muc

ve, rather
than just pumping the franchise.”

Valuable memaries. The developer's
affair with marketing went wrong, 2o it's no
wonder Revolution is precious about its past
In Cold Biood was judged as an ill ]
blend of two separate genres; by spiitting

tham again, Revolution hopes to return to
what it does best — excelling, storyteling
encoding more golden memornes -
small, albeit significant, switch in philosophy:
"Previously it was the story that came first,
Now It's the game.”

S0, Revolution goes back to teling tales
and mythology keeps on being written in
York. Outside, the tourist buses rumble
by. It's a gorgeous day. Whan you look
back, it always seems that way

with a

Attacking the two gang members head on will lead to a firefight, but if the
player finds a way around the side a little steaith killing is on the cards

Temporary textures and 3D level sketches
are made into rooftops with some artistry
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133 YOu a looK

cogs baing snown at 1

SCUONIC

conenoers

than. s the rist notaie fiies trom the year's most

mportant videsgamng event
If yoll Inoked hard enough, A
ientify i chutch of potential tass

was ponsible to
ACS On ey viaihy

plationm. Howavearn, s0me, morg than Others, appear

1o need more than amply an extr

2 manth's worth of
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Stop playing around.
Go mobile.
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Super Smash Bros Melee

i 'T i
iﬁ-’r’.

i

® Formast GameCube
snar; Nintendo

—

| .i'i-f .Ir.

i ‘mm,
1 L,
IR i ) -r'll ;

'

The solidity of Super Smash Bros Melee's manifold characters is patantly
clear; Nintendo has really pushed the boat out in exploiting its IP this time
around, bringing Captain Falcon out of reti and also ing the
small, super-cute lead character from the ancient NES title, lce Climber

T he most gompleta of &l Nintendo’s GameCube
titles &t ES, Super Smash B Malkes wab one
of the show's most played pamess. Howeves, whik
casus observers greetsd (13 super-colourful
actes-heavy action with opan arms

of the NB54 inca

. DS left
In gamepiay term
four plavers chooss from a selection of estabiished
Ninterido characters [iInchuding Mario, Link, Yosfi,
Bowsar, Captain Faloon, Donkey Kong, plus &
number of secret Bces) and faxka e nio Dattis,
simply attempting 10 KnOCK each other rom thi
plationm upan which thay stand
Randomily genaratad powsrups pud inan
g cars on the ~Zen-
. Bna naturaly each
ool na
ings ', Nintando
Jons on the chamctes
s Dreathtaldng, each
C g i the kind of et
previously associated with pr-uhruleroc rncceis
Beyond the patently aluring graphics, Nintendo
pramiges a Tournamant mooe allowing for up 1o B4
plavers 1o compate, vanous camers controls which
may combat the shaw versons parcaived
awkwardness), 2 savaabls snapshot feature,
and & rumoer of mystery
Littmatedy, however,

prominence n any's mstay ...l emovng e
punty of the criginal game, thougn, andg embelinhing
the expenarcs with fast z00ms and a new sensa of
scale, the cornpany may In fact be movi g

further away from a sucosssiul formula.



Rogue Squadron |l

® fFormat GameCube
B Pusisnan Nintendo
® Deveicper. Factor 5

You'll be able to control two wingman in the finished game, ordering them
to offer you cover or to take out a particular target. In visual terms Rogue
Squadron Il is the best-looking GameCube title yet, with astonishing use
of textures enhanced via the appearance of specularity and lllumination

EDGE +39 067 »



Star Fox Adventures: Dinosaur Planet

. W

mat; GameCube
Nintendo
Rare

| ¥ wal, hanang joked at last years E3
that be mighit wall turn Racss N4 1t
Flanat into a Starfox garne, Shigaru Miyar
Avary, thought abiout it soma mors, Men decrsed
fhat this avenus rmust be egdond, in truth, Stanfox
Adventures 15 the resull of a co-operalive allance
Betwean Wwast and aast - &g antly nagotiations
ware dlraady underway at the beginning of 2000
Irespactiva of this, it's worth noting that
the StarFox ineage does | pear 1o have 8
massiva affect on gameapiay da of the characiars
themselas - space-based secticr
sarve an inks batween MeCloua's of
planets, offeing less-than-earth-shale
On the ground, the erpronments cur
somowha r Iy
heritage, portar L
complesnented By a raf of s
NCiuaNg Deawtifuby

During combat, the view changes to a letterboxed
format {top right). This feature has only jus! been
implemented by Rare. Wonder where it came from?

Pikmin

W Format GameCube
B Putiighet Nintendo

N Devedoper; In-house

'Jllm“"I”'
i)
I. II [l

il
[y
i
Mt

AL

Ll !
" the power of reaits

1l Ill||w ” —
. pnuunlmll

] : : : e
% L P~ how he might transd

Whistener the

B OOMsoss

trerveder who's

Mim.h " I_'ﬁlLﬁ:"sﬁﬁ][.ﬁlﬁll {

l®)mass

il tasiforee nlo battle. Unllke: PC (ifles, executing such

Your adventurar can ordar Pikmin to be constructive hunctions is a relative be githough the Bction can
and destructive - le, fight. Some foes aren't too gt slighlly urmailcly wiien you'ns f
tough (main); others are plain evil (top right) 10 100 of the crtters. One 10 watch camfully.

< 058 EDGE 0



ernal Darkness g <

comes Efermal D

autt-onented GameCube titles shown at E3

Sadly, Edge's expenence of the title revealed that
the aspect Efamal Darmess has most n comiman
with otnes ‘adult’ tiles is that it plays very much ke &
PC gams. Blecting to assume the role of & sightly
constipatad-looking Homan warmior-style chamctar,
la, ssad you plodditg arcund in'a most

l ram sscondgarty Amencan

this fow overtly

for axamg

lethargic fashion, with comizat mvolving slashng in the
Tough dines f hing again, than walthing

aned fighting

Terits credit, the
i with some fiair (aithougr
ing Encs an oddly prerendered feal to

anj, and some ¢

games camens |

impleme

oript

he

tant i genunely non

Three characters are available, offering a number of
different weapons from various periods in time. But
it's the darker elements that will appease many

1 GamaCube
® Publsher Sega
ub

o Forma

par In-houss {Sonic Team)

O n first Imprassk
Draar 31 game

3h, is the
Team is bringng this, amguably

€ heartenng, If
simpie
ite hottest property 1N many years, o Nintendo's Antialiasing is an easy graphical mechanie on
format — & concrete sign that GameCubelsa 4.5 N do's hardware, g that this conversion
Hapartias looks pretty much Identical to the DC original

tavoured platform for Japansss

EDGE #99 058 »



8 Format GameCube

A nother title pulisd out of Nintendo's bag of
supnsas at E3 was this, an unusual aclventung-

themead gams (o calied Kameo,

o captures arimais which can be develpped and
usad alongsioe her in batte

Thin biggast Kamen tulking point at E3

noncemed
far showcased on the syatem. In a clever twist, the
haraing can adopt the persona of her 'pets’, &t which
poirt har torss can be span moving withn the sam)-

JING ON 8 DANCEBSS [

animafion, which is among the best 8o

transiucest skin Bf Bee bost
s not yel clear whethar Kamao will e & ane-

rick pary or sometning Incradibly sophstcated For
emipie, certan toskol recire your

il lages - does she Ira
@ecko-style creature ang scale them), of does she

seok 2 Daast with the capacity 1o fy7 It these are the
5 avasabie then this may be a distinctly
lnear expenence, | 3 sea il

Oty two ¢

Around 60 monsters should make the final cut.
They currently range from a wall-climbing lizard, to a manner of other op
lumbering ore, to a tiny, fire-breathing Yoshi lookalike st sany days, but tngers are crossed.

Super Monkey Ball

T 1 TR DL N
[ } BrA N A N A ® Putlisher Sega
D B 1 ; 1 O D ] lopor: Amusement Vision

bafinal

37
FErioon &

Y GU read Ay Oul' In Edge every month, £0 you
ghouid by now have a good tisa what its
orantor, Toshineo Neoshi, is tinging 1o GameCube
Super Monkey Bal s =5 simpss a conceapt &5
thay come: you have one control element at your
disposal - the anglogue stick. Titing it n any direction

OV YOUR IMOnkey
COMBENONGS Ony
Each leved takes the i
naturaly progressng N compiedy, from
straghtforvard zig-zags 10 more convoluted types.

suih 8 O apod i thir form of a guitar Ismipiats.
On your way Ao B, howeser, you're
entoursged 1o }ENGNES ~ U B0ainst & st
fimer it becomes a matter of pushing your luck 1o e
bt wihile g  a sobar eye on your goal

The apliiscresn fourplavar mode should be

P y the mast simp game at E3, Super
Monkey Ball didn't garnar as large an audience as the making of this coin-op conversion, creating. £
it deserved because of Sega's Invite-only policy & peduct party game dynamic, =

< 060 EDGE 199



nal: XBox
ubsiighisr; Microsoft
<. Bungie Software

| %u i i ;,IT

I'-llIJ

- \I.‘

-

=
[rATpIss 1 bt
A HMUM

PC ownars, fear not - this is still set to make an appearance on your
manitar. Microsoft, keen to caunter rumours that Xbox will be a base for
PC ports, claims this will be the only firstparty title to appear on the two
formats, as it was originally intended for PC. As such, it will honour this

.b I.I.' I rmmW'Wuu

- \1! roscit's

1 in March is tha inchusion of squad
r the oneplayer g, 16 fslow CRU

' rt thie mission alongside you and

, most g unikaly 1o be there 1o the end,
posr 1o be able to take care of themsahves.

thery all
You won'l necessanly bokeve you're playing along
with human partners, bt the Al is sufficiantly

advanced to add plenty of charactar 1o the action,
For inst

‘o, take control of & jsep and you probakly
won't think twice about handing the shooting duty
aver 10 8 CPLU solchar, wihia'll happily handle the
meuned gun ot the rear and maks a commendable
ob of picking off £

snant scurm importantly, you
i team, and to
aboul your comracdod” stalus, making ihe expanence

TPB it ¢

srtalt extent, you cam

considerably mon imoling,
difing 1o the
& game has heer
ninuousty - them are no loading screens once the
acTon Daons. and fhens fl Citrenr AUtDSEVE
Frontend). Presantly these Bre no control

I atmosphers is the
ned 5o that it plavs

ad, 3t tmes the XBox controler

ke & chunky Quarterpoundar in your hands.

effect sn't as

AmMped. Insact, at

201 somea Impravement — this s uniiealy
fore Bungie has compietsly overcome this
=h in terms of oneplayer. However, he
splitsorean optcn may requie graphical trade-offs
gnen the waual aualty of the main game.

Other than that, the weapon seleghion continues

o Impress, and detsied touches such as alien -
weapons ovarhsating am encouraging e

EDGE #%¢ 061 »



Project Gotham Racing

f: XBox
Microsoft
Devedopes: Bizam Croations

eact it to irvolve Micro
dollars BEAS way In order to cbtain the licence. As
deh, & Farrar 53
how dema, whils an F50 coudd be seen

it navng 1o send a k

adorring the game box artwork
Ancthar excellent acdition 10

Creamcast package is

fourplayer spitscroen

LA ), boosting
REINIINNG cRoult number past
soaked dowrtown NY

gama left a3 rews

Sutsttes show

3 P 1wl o i play, Dul sf
The XBox version of the game promises to include AnpaEEnt with prolangsa play, but show

around 20 vehicles - sarly signs would indicate a
fairly different selection than that of the DC game

Jet Set Radio Future

Sega
- Smilebit

Irs

ey only 1en

e the OO

‘T avaen datoct §

oy -8

raparic

JSAF levels are Impressively complex. The fioatiness
of the contrals remained but the overall speed gravity=]
increase Improved matters. Expect multiplayer modes This

<

EDGE 199




Oddworld: Munch’s Oddysee

i, XBox
! Micrasoft
iopat. Oddworld Inhabitants

ity popidsr E3 game, Munch

Oatawontd Ink
ma. L

Wing had con

toficw Abe around the st

gama

combinec with sun fluilel contrals

a0 satting), and a comnvineing 'Inteligent’
The plot remains unchanged: you must still make

= co-operative use of the two central protagonists’
individual abilities to save Abe's mother from doom

Hing o the developar, ths
w3, Edge nas always beer

Hirmphy
because naary all of the pasteffo
short of the mark in soma way. It's a littis heartening,

nan

5 have fallan

r than || first

it Mad Dash piays b

chosen
 chaposal in onar 1o win
Mario Kart-styie speed patches and weapanry

P

.

Although already reasonably fun to play on your
own, Edge expects the emphasis of the finished
game to be on the promised multiplayer aspects

EDGE #39 063 »



ead Or Alive 3

t XBox
af Tecmo

wasnpar In-house

| thie raallimes foctags was
b, Edge, on the

. Whiciyis

B A st o up: at or |

5 Fis wiy el @ gliff, w

From the footage shown, Team Ninja appears o
have grasped the intricacies of Microsoft's 128bit
machine - let's hope there’s plenty of innovation, too

Blood Wake

Format: XBox
Plblishar Microsoft
Doveioper: Stormirant Studios

1 AN ides) world, powerful bo

2Nt mix - af hall bresl

based tast-

occuped, The final game snouid
g alongsids CPU shipmates |or
rean multitlayer) in whiat

be &n enertaining boating game. 2

Not Edge’s favourite genre, for a boat-combat titla
this turned out surprisingly playable. It's certainly
frantic stutf, ensuring you keep moving at all times

< D64 EDGE 199




Fuzion Frenzy

Format: XBox
Punishar: Microsoft
Developer: Blitz Games

A nother indication of the cammanding
diversity of the XBox line-up, Fuzion Frenzy
is what Mario Party would look like after a futuristic,
post-apocalvptic makeover. The visuals may look
darker and certainly more metallic, but the essance
the same: four players battle each other
over a seres of challengss (in this case, 45}, With
gamas of this ganre the emphases-is very much on
keaping things moving swifthy slong, and thankfully

litz Games (fhe Oilvar twins sst-Up responsitle
for imaginative output such as Glover) hasn't
misunderstood this crucial element, making Ruzian
Franzy as immediate as the game's format will aliow
If thi fourplayer batiles at E3 proved anvthing, it was
that a fierce competition |s rapidly established - Edge
took great pleasure in rolncing a particular US
purnaliat who somewhat eroneously thought himsal
invincibia. To his credit, he fought-back comancingly,

remains

wining the niext cougls of games. But that just 1 Some of the levels are impressively complex when
macie final (and owerall) victory all the more sy compared with previous party games. Fast, furious
sweet. A promising sign of & goad game. ]| competition delivers an engrossing experience

Amped: Freestyle Snowboardin

Firmat: XBox
Putlighar: Microsoft
| Devslopsr: In-house

mped’s visuals aren’t entirely convincing.
They're parfectly adequate, but there's a Ll
noticaabis lsck of pofish at thig stage. However, CATIT T e

l' WL .|_'J.l|..."'
LI Ik er;r -
I !'”I{'JJ;! |{‘f}|I i'ljl ;,’

The fitle impresses in mare imeresting ways. While | ||||i|
L]

seemingly avery cther snowboarding game at E3
appaared content with dishing out & depressingly
similar sat of structure and cptions, Microsoft seems
genuwnely keen o differentiate 1s product from the
competiion with a clevery thought out approach,
Mast crucially, the .game fesls deliohtiully rewarding,
inspiring confidence in the player to really push the
Gore-Tex-enciosed trick envelope. The open, 'real
piste'-iika design of the courses is ancther pius,

and removes the tunne! effect so often experlenced
In garmes of this ik And placing the onls on you 1o
-_jel noticed by photogranhess, camera crews, and
sponeors N order 10 ascand the popularty iadoer,
become ons of the planet's snowboarding stars and

herce progress through tfiagame, is @ particulany || Pulling tricks feels pleasingly intuitive, no doubt a
intefigent tolich. |t's safe to say that you can result of the countless snowboarding games on the
expect big things from this L market, But this one is more promising than most

EDGE#29 065 »



NASCAR Heat

Format: XBox
bisher: Infogrames
evelnper. Monster Games

T he ‘Haat' of tha title refers 10 the Baal The Heat
option, a challenging seres of racing scananos
presented and designed by some of the game's
actual 25 NASCAR Winaton Cup drivers. Thare are
other options, of course: aingle race and
championship events are joined by Face The Pro,
wherg you attempt o autrun & phantom motor driven
by the sport's 1op dogs. No true NASCAR game
weld be ary fun without damage and this is an area
Monstar Gamas hasi't overlooked - realtime
acratchis, spérks and maltime bodywork diformation
“ i ]l are promesed. Also on the festures st i Doltyy Digital
l! } 5.1, but whether this axtends to the sound effects as

" welll as the soundtrack remaing to be clarfied {realtime
ﬂl I ' | Sl 1 [ : Al . 5.1 she 1 curmently ondy b on XBox). More

i
i) u\l” _ g il Ll la ol 1Bokaver ok
3 Jgﬂ# m ' exciting, howeves, i the promise of 1Bplayer onling

suppart. Visually, there's siill some track 10 maks up —
the eméronmants am plaasingly sofid and realistic but
fhesy sdin sppear & Bt bisndg &t the moment. Stil

. ST

To make sure the title covers the widest potential

market, Heat offers two modes of play: normal thers's & few months leht for the developer to. o=
(arcade-fike handling) and expert {simulation option) smbalish Mear's 19 racing arenas. o

Test Drive

Format: XBox
1 Pubkener Infogrames
n Deveipper: Pitbull Syndicate

T ha Test Drive sares may have long since lost its
lustre as o racing brand, but Infogrames is
attemping o reewent i as s kad petroihead gama
On XBox. Al first aght, the varsion running &l £3 faded
10 ignite passions, with significant pop-up, siowdown,
and snoes issuss. Like svery other XBow oeveioper
it B3, however, Pittull promised that these
deficences will be sddressad on final silcon

The finishad game will offer anound 20 lcaensad
vahiciaz {which will not sufler camage - &t the bahest
of thesr manuiacthers), ana a salection of r
based on real locations. Though modeaied on actusl
routes. the fracks are beng Tweakad, with an axtra
curve hem and them in oor 1o intoducs a dash of
racing spice. Expect 10 thunder across the Golden
Gats Bridge (sl congisting of mone polys than the
antirety of models used In the last P51 Tiest Dve,
secording 10 Infogrames’ progucar), then, only for

i

The finished game will offer a 16:9 display option, It o gives Wty 1o (s farniiiar territory,
a fourplayer splitscreen mode, plus licensed cars Though definitety in need of much work.
including the Nissan Skyline and Aston Martin DB7 this mrmaing an Intriguing XBox prospect.
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Tony Hawk's Pro Skater 2x e

ok mangl 4 nose manual ¢ o manual

WALL 'RIDE + WALLIE + BS5 50-50 + 8% Sl
1863 x8

360 BONELESS ¢ Judo
2760 w2

“'I"ﬂwiﬁ!'lm; u

+ gymnast plinT

Format: XBox
Putlisher. Activision

(T

J
T
Il i

Developer: In-house

SCORE

26460

SPECIAL

71 enhanced version of the already excalent

Prvamants
essentally amounting 1o a higher detad level, batter

special effects, and smoother animation. Like several
of the cither XBox titles; you can'load

TR Ly e : ¥
and olliging your way around the screen; Fa f
remarkably successtul franchise will te glad to lsam i d . il SRt Mt M

XBox pad takes a liftie of gstting used
whio's spent mast of thedr digital skating tim,
Dl Shock in thair harid iitially be ftting the
o bnattton), but Edge irma
Pt 1o the ten-

One

with &

SO0 buttoned, two sticked and
S'_”‘:"E' L.--padce:z D.|_=,31|c cantragtion's bullkeer One particularly Interesting feature of 2x is the ability
dimensions, maaning 2x should turm out as y to link with other XBox owners for simuitaneous

assental as THPSs most recent outing. - multiplayer fun, Expect a similar option when online

Unreal Championship

Format: XBox
Fublisher Infogrames
Developer Digital Extremes

O ne of Infogrames’ Diggest games of £3; Unreai
Championshi was the e if what the
company claimed was anly four mionths" work: This

Wwas some claim, given the advanced nalies of the

however, things did not inok so rosy. |

just one enemy, the framesate began chop and gnnd,

N generating

=
learme

i

tel ing, and the

SeVEioper s aming Ket e GrraTiosned 10 These static shots hint at what Digital Extremes has
cuncade with the rafing cut of achisved with only four months' work. The game
broadband network. It could be worth the wail doesn't yet move as smoothly as silk, however
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Jak And Daxter: The Precursor Legacy

* PlayStation2
v: SCEA
«it Naughty Dog

Very, very pretty, but how innovative? Edge hopes tha rest of Jak And
Daxter proves a little more surpnsing than the demo experionced during
E3. You can af least expect typical Naughty Dog-like sub games such as
A-GraV Zoomer racing. which could be fun - whatevar form it may take

D avelopar Naughty Dog, famed fof |t
cormmescially sl Crash Bandicoot

travel ) seafeh 71 th north of thesse atan
planst. But siong thi @ TSl
Pt that =

The adventure 18kes piace along 8 Massve
and as there is no loadling 10 Interret

a

2 T MEke your way seamisssly
the furthest point yo

S0 0n th

55 fucigarnent on the
CRer INspect 1]

doubtiess reveal distie artie

it's just & little

hés already in place

M

=Y wit
ting to fine ""I?"'"?P'H'_ll'_l"ﬂln

crates, coll

of S
very prefly game wi
~ hence dis

inctly generc - appas i
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Stuntman

Yo'

ous Stuntman, ajobbing
Bk maving from projec
thing winch takies you from Londen

Hofywwood adrenaling

] i “"r'.
juuj'"'.h*u”[m e diatingtly 'Lock, Sto
N 1o Bangkok. Monaca, the

&, Your assignmarits ks 10

ok style of

[ oo
Mg, i

Around 20 massively variad stunts will make it into
& the final code. Completing them affords you bonus
careful precision, A kile PS2 it in the making objects which you can place in your own ‘play’ arena

. PlayStation2

Grna varticas or art vebick
with silkic al action very much in mind. Making
your way 1o the top of buildings just seconds from
street kevel |s easity achisvabe

being

=0t about

Uniika it spirtial pedecess:
. onmenis have been cosned up and
@ame is both missi

1S lsn't it amazing what you can do with RenderWare
izad, Regardiess. Edge W - when you have talent? And you should see what

has its aye on this

Criterion has managed with SRC, its other PS2 title

EDGE #09 069 >




Tony Hawk’s Pro Skater 3

® Format, PlayStation2
or Activision
e Neversoft/Shaba

ovier oni to ket & good thing get away,

o kNG sure it

¢ Tony Hawk

t atiout ever w0l arvisifadle. |

=6l approach & 1

e at £3, this ¢
3 worth rermnembering

i Edge’

feallesw sk But

3 par

NG & grod thng oo far.

t i, then. The graphics are

1248

The environments in THPS3 are far more populated,
both in terms of civilians (pedestrians and cars), and
Inanimate objects - which of course provide the fun

Maximo: Ghosts To Glory

® Format: PlayStation2

.ol
o Dav

Capcom
- In-house

% a30

The environments are dynamic, somatimes breaking
up arcund you, And the music is said to be brilliant
but it couldn’t be heard above the usual E3 racket a major player

ghallow far th
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iculariy well raalised, with your
vafterburning a opening ug
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camands, It's nat onfy

ied, howeever, with the demt
reqUIring you to take conirol of an anmoursd assault
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Visually, things have improved significantly since
DropShip's dabut. It's now able to proudly take its
place among the second-generation PS2 crowd

World Rally Championship

® Formal PlayStation2
& Pubiisher: SCEE
® Developer Evolution Studios

W hen Edige first saw WRC, i
tour drving modsis on

race 3, but the axpe

e as
[ = .

o

Sy & Case (

comect authenticlty i
Other

appearad 10 be

| ally the actio

arfiers —at Iha 1 The dedication to authenticity is remarkable - let's
stringent FIA, na doubit — hence spailing : hope it doesn't affect the handling in a negative
f the atmosphisne fashion. Expect real weather and 108 stages in total
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Rubu Tribe

W Formar PlayStation2
W Putlenar Interplay
W Devesoper: Outrage Entartainment

Y ou'ne @ mamber of the sponymous ibe
charped with esconad o jumbenng
gargantuan, prehistonc-iooking quadrged (whoses
back i horma to your settierment), called the Liut,
across fantastical. wardant landscapeas, Sound
familiar? No, thet's because Ruty Tribe i uniie st
about averything you've ever saen — and cetanly a
braath of fresh air for Sary's donaols.

Outraga, which previously worked on the
Descant deries, s the codashon bahind this
Innovatve titis, It has Bullt the Fubu in the mauld of
Jien Harison-style characters, and ths distnative feed
ia also Infuasd In other ervimnmental aspacts

You're naturally the lsader of 1he clan, and as
YOur joumey progresses fyou're in search of 'a
mystical place . apparently) you face nardships
from aggressive native fauna and, mystenously,
from within the Rubu fribe sl

Some creatures are less friendly than others. Most Your charactar's ‘squid stick” weapan, which hes
impressive is the scale of the Uut (bottom right), the ryTiad uses, |8 just anoher NNOvElve aSpect oot
giant beast which carries your village on Its back of ths promaing looking PS2 atventure -

Grand Theft Auto 3

& Format: PlayStation2
B ubisher: Rockstar Games
o Delwloper In-house

S38c 107

ushing Grand Theff Auto into il 30 was
ahvays gong 10 ba the next step In Rockstars
gevelooment of the seres. athough taking such
estatiishad gameplay componants and tuming ther
prasentation on s head was always gonglobea
harard-strewn entarprise. Fortunatety, from he
dubious Oakghls Edge savournd at E35, many
excalant sloments will apgesr ) Ihis third Instalment

Wandering amund oty strests, 1S gs sasy as it
was inf the first game 10 STty haul an innocent driver
out of his seat and make off with the vehicie itselt
With tha move 1o 30! though. your actions, oncs
maskad by o mon simplstic portrayal, have more
immadiate mpact. Equally, mowing down pedesinans
Erings with it previously unwinessed levels of
responsibility and consequence.

Having drivar GTA §'s Humves lookaliks and &
fire truck, not to mention gl manrer of less Interssting

It was oniy running at around 25-30fps at E3, but automobiles, Edge cannot wall 10 sample mor of
Grand Theft Auto 3's content was more than anough Rackstar's latest ~ especially If the developer 0=
to ensure a steady stream of attendes Interest can address (he noticeabis framerate issues,

<072 EDGE #%




W Formeat: PlayStation2
@ Publizher: BCEA
m Devnlopar Harmonix

F reguancy |s chayed fike something resemibing
one of the early webs from Tempest. Each of
the channsts represents an instrument (vocals, bass,
drisms, guitar atc),

nd as you move along you have
1o hit one of thres iovpad buttens o colncide with
the Timing of anscreen Instruchons;

If o complete & bar successfully, you should
then move acnass to another instrument and dovthe

ability o freestyle your way through the ‘svel’,

While Edge only tnad the tadmittadly
ehgrossing) Solo Remix mods, fve furitier game
options are available, noluding a fiveplayer battie:
TBMmix YoUr own miusic sslection (which you can then
sand toa fellow for him 1oty cut as & naw aval)
and (at some posnt) onfine play, which prorsas
muitiplayer e jam sessions,

Ina 588 of licences and sequels. Freguency

bt the gamea's specific nuances could prove &
shaot i the arm for the creathvity-starved PS2.

Wipeout Fusion

B Format: PlayStation2
B Pubiisher SCEE
® Deveiopar: In-house (Studio Liverpool)

W lpenwt Fusion |s fast. Very, vary, very fast.
It's also, surprisingly, visually very closea o
what the developer promised dunng last year's E3,
whith Edge admiits 10 thinking was a little far
fetched at the time

You hover amlind in the same manner as
hava three times beforshand on PS - the dynamics
are at thia vary least as sccomplished —wiin the Tioor-
based turbo pads momentarily boosting you tosome
silly veioaity, Yet this is only in the iowast class - Edge
triad gut tha higher-ranked ships and can ass0e you
that for the malorty of non-androd types things are
going to get very diffiouit. Human beings simply don't
have the required fop-
end craft at tha sp he game otcasionaly throws
you into = not wathout bouncing your way sround the
frack. At least you then get 1o expenance the
‘situation sanstive’ vassal damags firsthand.
suraging itk for PS2. But given
the disappointing sales of Wiseout 3. will a
further saquel grab the masses fka it's 19957

flexes needed to ouds the

Crvarall, an sn

EDGE #9%

stood out 88 something of a risk from Sony America,

Undoubtedly, thera's something mesmerising about
Frequency's visuals but, thankfully, there appears to
be the gameplay in there to back it up convincingly

Certainly technically accomplished enough to draw
gamers' attention, But encugh to get them to buy it
at a time when realism-based games rule the tracks?

073 =



Max Payne

o Take 2
Cwvelopor Remedy

What you can't see from these screenshots is the way Remedy conveys
the plot - static graphic novel like-images are displayed onscraen whila
surprisingly convincing voice acting plays over the top. It's ana of the
more effective approaches Edge has come across in a long, long time

wirsion |5 being de

1ar Cansacs, due outl his wirtsr

<€ 074 EDGE HX



Republic

Eidos
r: Elixir Studios

P ower trol, Bnd in Sacudit you
contred by Infiusncing the populace to join your

1 Wy Nave

shat. But baware, every action has
Furtharmiong, 10 S10p players cheating
behaving arratcally and iresponsioly, Elix

losa fofowers onoe peopie stop tn

The last resort: have your faction-threatening
- opponents eliminated, by all means, But only if you

s massivaly complex and, crucally, s
b know you can handle the inevitable consequences

Propeller Arena

o Format. Dreameoast - ;
¥ Publisher Sega RILITTY!
B0 per In-housa (AMZ) |

ega
'_)5:\-

with this, cre of

wragp=ad Lip with the kind of a
AM2 15 renowned (F35

Sega'’s Dreamcast microphone periphensl has

Being an AM2 title, it's chesse rawk all the way as
you dogfight with up to five opponents. Forget the

music, though: this is all about arcade action

EDGE #9 0
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ake an appearance In
likely to mimic the
e from Resident Evil
pred, bulked-up
ice down

Alice begins her Resident Evil expetience
with no memory or weapons. Flashbacks
will reveal the darker side ol her character
as the film prog while the

of a rocket launchar to her arsonal is
pramised for the final confrontation




“We really wanted to maintain the look of the
games. This meant a lot of searching around
for ideal locations... you will be amazed”




1o deliver, but the level of detail is

lising. Anderson, though, is unh

with the take. The train is

mament m

are looking for the anti-virus, Cne of t
members of the team get:

back and betrays us, He

“For audiences this is going to be amazing,
because you have this really strong girl
dripping wet in a little dress fighting for her life”

the s hard

ull of b

day to

Milla: what a trooper

ised to the grusiing

dripping

) for her life.”

llce as a positive rather than
1 role modal for girs: °| think this
The director is undaunted by the

possibility of the film receiving an '18'

certificate. The bloody decapitation of
zombies could prove a main feature

t mutant licker

ll make it into the

e of the zombe

Tiake-up and the way they are shot - the



Going beyond th

e game
cuiminating In

nad hat
wed, has

then that's n:

expeariance for m

Andaerson hopes to avoid the comadic
effect assoclated with ‘classic’ zomble
flicks through use of lighting and
phisticated CG fochniques. Imag
released s0 far hint at a minimalist
approach to make-up. Hopelully post-
production work will enh the
Nutella-inspired weeping sores




Eenry |atiun. Edge svaluates the Hest, mosd interosting,
hypdicd, Intovathes or promiving games on a scale of ten
st Ty naturaily rapresarnts th imiodle valle; Edgey
IEEE myiern o i prodeinbivie gnd Batancesd An
WSRO LAITE QeSEnas an Averngk Meidk — MOl 38 Tany
Dol Seven out O e, Bromdly spediong, soovos
rspond 0 the Iolowing sentiments. one cEsetmun
Wl appailing, theee: sovirdly flawed. Do Esappomiing
lbypr: varnge, soc competant, s diatinguisned,
eignt excallEnt nine: astounding, 1en; revelutionay

Edge
This this 1 £ St
Alien Resurrection
NOt quita Hevo i termis ol oisp vsuEls, bus risxd-gen

FPE dovelopers would do wall to toke & st oul of
Argonasl’s gimosphencally fermtying grmalre

Dancing Stage Euromix

Dancing sune o Gloda Gaynor, hall-empty bottie of
wine biy the TV-and team dngping on the mat, It might
BOLNG sael, Dt it's just anather cay for ona Sifar

Operation Flashpoint

Siag might provide some physical respits, but
Edge's head, the war naver stops, If the tsam ever
gels called D, sxpect cowartion (i sxoefishcs

]

TimeSplitters
3a Into the map edilor Crealy the most
basic room possipie. Than put in o few rockst

lunchers, Undiltitad mayhem in mingies

Loading pains

dge hates awkward pauses. When developers and

their PR people arrive at the office to demo their latest
pride and joy, there's nothing quite like the silence as a yellow
loading bar creeps slowly across the screen, "Heh... nearly...
there,” mumbles a nervous project leader. Waiting for the
next level to load in whatever you're playing at home might
be frustrating and tedious, but at least it isn't embarrassing.
Loading textures, loading sounds, loading structure:
everything's detalled, everything's dull. Time stretches, and
Edge watches the inexorable progress of the status meter.

With Nintendo's decision to drop solid-state media,
loading times are no longer something the impatient gamer
can opt oul of. Hard disks for XBox and PlayStation2 may
easa the problem somewhat, but the PC exampie suggests
that it'll simply encourage developers to produce fatter code
in the first place: So, it looks as though gamers may be stuck
with attentiori-sapping game-access times, and Edge seems
doomead to deveo smalltalk for what feels like forever.

It's tempting to reminisce about Namco's glorious time-
destroying minigames, Ridge Racer gave you Galaxian, Tekken
had Galaga, and everything turned on its head: you started
looking forward to the loading fimes. But this has spawned
few imitators, and you have to wonder why. It's a simple thing
to do, and in a world where idle hands tum all too quickly to
train-wide sonic irmitations in the form of mobile phone Snake,
it's not like it's particularly difficult to entertain the bored.

Unfortunately, the minigame route couldnt save something
like Red Faction (below), and that's not just because snapping
from FPS immersion to throwaway frivolity would detract from
the game’s coherence, either. The problem with Volition's
work lies nat in the length of the loading times, but their
incomprehensible positioning. Experience has taught gamers
to expect an access pausa when they enter a lift, but not
when they're running full speed down a seemingly innocuous
carridor. It's & shockingly unsubtle oversight that's much mare
than the minor irrtation Volition might have hoped.

Red Faction's creator may blame the structure on the
limitations of PlayStation2 hardware, but it has no right to.
Everyone knows texture memory's a problem on Sony's
machine, so it can't have come as a surprise, Games
must be designed with the weaknesses of their hosts
in mind, and if they're not, then they can hardly
compiain when things get awkward.

pOogs

poa?

po9s



Gran Turismo 3: A-spec

Format PlayStation2  Publsher: SCEI  Developer: Polyphony Digital inc  Price: V8,800 (€40) R=lease Out now [Japan) July 27 (UK)

'y 7.000rmpm

3 red lights ah of the grid

way 1o gr and the L

Svery uph (
straight onto the brakes and back down the

fransmi:

on belore the track’s first apex Is

clipped. The tyres they struggle

for arip, the back enc

ingly, but a

B

510

5 calmed down somewnat in its

many n

Granted, in visual terms, the game |s

still vary much firing on more cylinders than

the competition n If Matropolis Strest

Lamborghini cleverly appears as a
Japanese-run Diablo GT (top), tha Rally
modes are as playable as ever, and oil
changes helps performance (above)

1 this Tarmac. The background
you before. You've battled these
s never felt this rewarding

084
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One of GT3's 'surprisea’ is the inclusion of F1 cars. Though not officially licensed, F1 followers should
easily recognise them (eg Senna's 1985 Lotus Renault, nght). Just don't expect them in the PAL version

ad on the top podium

ontent. b

Still, as a result things are far

B I somewnat harger —

jonger than

of the game. Perhaps

teration

r»:—_ahsnr.g this, Polyphony has remaoved the

the price of the tunir

af"er:l ng fam I..-.|'|1 y,

hand vet o GT2'%s
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An anamorphic option will delight 16:9 TV

owners, a ghost car in license tests makes life

much easier, and overall menus are more visual,
simpler to navigate your way around

The characteristics of a wet track are beautifully
conveyed In the rain-soaked Route 5 circuit (top)

While the Gran Turismo mode is the main game, the Arcade option also offers an involving structure and
the usual goodies bonuses act as an incentive. The bulb-strewn trees of Route 11 are magnificent (above)




In traditional fashion, objects can be
pushed to reveal doorways or highlight
clues. Mirrors often operate as hidden
doorways to dark passageways

Format: PlayStation  Publisher! Infogrames . Developer: Darkworks  Price 830 Feleass: Out now

eview code arriving several days

R after a fitie is already In the shops -
as this did — never bodes well. Lurking bugs
and glitchy code were expected, but Alone
In The Dark: The New Nightmare emerges as
a more than competent title. Granted, thers
are cantrol issues, but these don't
really undermine the imagination and
atrnosphere Darkworks has added
to the survival horror formula.

Those familiar with the mythos of
HF Lovecraft will instantly recognise the
scenarnio. Diabolfical experiments, ancient
artifacts, cabalistic symbols, and hideously
deformed monsters sarve as the backdrop
to the explorations of the two salectable
characters: an ethnology professor (Aline)
and a private detective (Camby). The plot
is typically convoluted, and isn't helped by
same truly risitle voice acting (will things

ever change?). Uncovering plot threads
from joumnals and diaries adds some
narrative texture to the cutscenes, and
is a necessity if vital clues are to be found.
In truth, The New Nightmare 1S a
rich brew which borrows as heavily from
Capcom's Resident Evil games as it does
from the previous three titles in the series.
The control and combat elements are
modalied directly from Resident £wil, even
going so far as to copy the same auto-aim
shoulder button and inventory menus — but
the implementation is far less polished. Both
characters adopt the Res
dynamic, but movernent is far less smooth,
and attempting to target fast-moving
enemies with a character that's difficult
to position soon bacomes imitsting
Thankdully, Darkworks hasn't succumbed
to a safe approach to puzzle mplamentation.

jent Bl control

In truth, The New Nightmare is a rich brew
which borrows as heavily from Capcom’s
Resident Evil as the previous three Alone titles

086

‘Yes, there are a number of keys to find
and doors to unlock, but the title's most
distinctive feature is that it asks the player
to stop and consider the options rather
than just ferry objects from one location
to another. Vital clues can appear in
photographs, be heard on dictaphone
messages, or even seen through the lens
of a telescope. The challenging problems
may not offer a comfortable route through
the game. but they ensure that the pleasure

Alone In The Dark: The New Nightmare

Aline and Carnby meet at key points throughout the game and exchange information. A walkie-talkie
keeps them in constant contact and the occasional clue can be gleaned from these communications

y r the player
managed to unlock new areas.

A good deal of The New Nightmare's
charm derives

fects, which become
a vital gameplay component,
reveal hidden objects, will scare aw

implemented lighting &

Torchlight can

ay certain
creatures, and is raquired in order to salve
several puzzles in the game. Once In the
mansion, light switches can be used tond
rooms of foul creatures. Occasionally, and
without warning, mi
out of the blackne

enacing shadows form

s to dismay the player.
Often, these are just devices to create

tension, but perodically such shadows farm

into creatures intent on your destruction,
Though hardly revolutionary, the ability

to choose between two characters also adds

same depth o the proceedings. Aline and

Carnby can contact each other via walkie-

talkie, and clues can be gleaned from these

conversations. The manner in which narrative
threads interweave is cleverly done, and
there are enough fresh puzzles and locations
to keep the player int
playthrough as the other character

The usual irritations associated with
survival horror games remain, however,
There is plenty of backtracking over well-

ested for the second

warn ground, ammunition must be carefully
conserved against the hordes of respawning
sters, and the X" button will come In
evere wear after being pressed next to
svery piece of scanery in the game to locate
hidden objects. So while The New Nightmare
Isn't the most startiing adventure fitie to
appear In recent years, its emphasis on
genuingly imaginative puzzles combined
with beautifully rendered locations

breathes some life into a tired genre.

maon:
for

Seven ot of ten




Objects giint in the dark when the torchlight falls

on them. While this makes finding key items

easier there are still many supplies which must
i be located by pressing ‘X' next to everything

o find iImaginatively

ned problems in a console adventure
ame. Though some require deliberation,

2w never become as lllogical as merging
ome other

The monsters in the game are not nearly as impressive as those experienced in the Resident Evil series. Running into diabolical creatures can still prove to be an
unnerving exparience, but cleverly the torch often keeps them at bay until an exit is found or weapon loaded. Respawning means that ammo must be conserved




Startopia

Format: PC Pubisher: BEidos  Developer; Mucky Foot  Pnca: £30°  Fialaase: Out now

tartopia reads

Witness the game's introduction,
which sees an ape at the dawn of history
encounter a towenng monaiith. The
monoiith dispenses a doughnut; the ape
bites the doughnut; the ape grins; the ape
hurls the doughnut skywards where it hangs,
spiraling, and fades into a torus-shaped
space station. Because the space station

Startopia doesn't provide instant thrills. The
risk/reward structure of the game is about
steady progress, and so is suited to PC gamers

loaks like & doughnut, doesn't it? Get it?

Please iove it

It may be amusing, but #'s

50 imskevant, and 50, 50 nocative
Cspective DUliook
mers of Starfopa

sn T just
1for a game that slips
fortably into the buid-and-balance
meuld, a genre brought intc the mainstraam
by Sim City in 1989. When somesone buys
Startopia, they're buying into three years
worth of geek enthusiasm. They're buying
every creature, every scripted moment,
and every random encounter — a playseat
of miniature aliens. in some ways, the
game structure is almaost secondary;
Starfopia's creatures are mail-order
Sea Monkeys for 2001, but they're
much less disappointing

Thers are 12 missions that come

with the game, finite scenarios that serve The middie deck is all about relaxing: love palaces will fit snugly there and allow your residents and
visitors to let off steam, They have to be staffed by Sirens, a heavenly race who specialise in mind sex

as appetisers for lengthier contests. Each
level concentrates on an example of tactics
N tenants, and introduces the inepiration. It's a difficult b
e disparate races. As a soothing. but the humaour hers is del
preface to the greater z
Starfopéa offers in Sandbox

i, and it's

C circumstance. Plans are made long-term
but can be wrecked by split-sacond
-wrecking metecr showers, or

conditions

POOr traamng
So, onfine batties become epic

ry when more than

3 training section

some excellent presentation. gamers ough 2 e for control of the
amed by adequately sanpted Startopia doesn't tant thrilis Space staton. Her
eil-delivered namation, explaining The risk/rewa:
the game’s nuances and setting with aboul
a familiar dry humour snap ju
Startop@’s universe will strke a chord -
dars of Dougias Adams’ *Hitchhiker's
Guide To The Galaxy'. Gaming has always

Startopia’s most

e game s appealing moments: Machavelian trade
ly progress, and while there are embargoes and carefully considered tag-
gements to be mat nstant trade team destruction. The sec
ons, or sporadic bursts of lpgical mini- the torus (see "Battle sta

o element of

1on') comes alive at
this point, and the game switches from a
wat's predominantly sprawling unfocused lesson in resource
derived a lot from Adams’ work; most about thinking ahead. Players must push management into the natural evolution of a
Ipts to Imitate end up as pale copies their enargy finances to the limit while always tabletop boardgame. Choosing which

wath

Every character aboard the space station
has a name, a brief history, and a list of

personality traits, Some make good and e nbarrassing failures, but it's fitting keeping athing in rase or they'll be section to open next isn't just a question of
emplayees; others will excel at slacking that Startopia uses his work as a positive unable to iImprovise according to where your financial priorities lie, but also

088



Casualties of station war must be quickly
recycled, or other visitors will become upset.

If the recyclers themselves have expired, then
you'll have to hire more or recycle them yourself

Battle station

The space station is split into three
decks and 16 ra ncl
each player

territorial advantage.
vith most resource-management
games, gaining the upper hand becomes
of balance and timing,

The in-game terraforming engine allows players to stretch landscapes to whatever shape they desire, and
then add maoisture and heat. Different environments will produce different fiora and leisure opportunities




Operation Flashpoint: Cold War

Format: PC Publisher: Codemasters  Developer: B

. & Frice. £30 Relaase: Out now

dom;: a neutral island

> at the

oVarmrun oy an unkKnown f’_‘ L
id war, NATO presume it's the
5, the Russians deny their

weight

takes you through the imaginary '85
conflict, switching the player's role
through a host of combat specialist
personas while malntaining a coherent
storyline, This is binary war, with western
freedom at risk. The stakes are high,
because freedom is everything

Taking piace across three imaginary

Eastern European islands, the game

1 reaism

with an emphas Balsm O

simplicity. Soon it bet

t

clever Flashpoint player pays attention
the terrain, and carves their plans on top
of the map's rigid contours. Tt

int player makes sure they'ra

y piece of that termain to their

themsealves

As well as first- and thirdperson
perspectives, Flashpoint enables the
player to look through the accurately
modelied weapon sights. Learning the
meaning of the etchings will aid progress

n plain sight of

Opera

SIS C

, n Flashpoint: Cold War will capture
your mind. It's the sort of experience you
want to show people photos of

080

LTI,

f

A wall-placed grenade will take out a tank, but missing it will draw its attention. The lack of quicksave
means if you don't get it right, there's much more at stake than in games where death just means a reload

chance to decry the game as t

The Al Is unpredictably g

whille the pathiing

occur and draw from

nap weakness

the atmosphere, While it happens rarely,

when your corporal talls you to target

a Hussian who, an closer ins

appears 1o be 15 feat below the normally

solid grass, it's a distraction and an Irritant
It'll be patched, no doubt, but the game
daserves better. Flashpaint will c:

pture

your mind. It's the sort of experience
le photos of

you want to show

enemy

searchlights

| Flashpoint 1s exceptional
every bit as much as

s Ex, and it desarves

Nine cut of ten
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Simple orders can be executed by selecting players with the F-keys. and then clicking on items around
the screen. More complex commands involve using a radio operated through a recursive menu system

Go your own way

Stepping into a helicopter brings a whale new perspective to the action, and gives a good idea of just how
expansive Flashpoint's lavels are. In multiplayer, one player can pilot and another can act as the gunnar




Crazy Taxi 2

Format: Dreameast  Publisher; Sega  Daveloper Hitmaker Price! 830 Release: Out now

t seems that squeezing the last drops out
I of its most-loved franchises is as important
to Sega as crafting new farms of gameplay,
Hitting the streets just last year, the first
episode of Crazy Taxi created a real buzz that
is still reverberating over a year later, amply
demonstrated by its recent conversion for
PS2. As an exercise in unaculterated fun, the
formula remains sharp enough to support
minimal alteration and still deliver arcade
thrills well beyond those of its nearest rivals -
and this is exactly whal Hitmaker has
managed to deliver with Crazy Taxi 2.

As so0n as you load up Sega’s new
racer, It's obwious that Hitmaker has adhered
to the 'if it ain't broke, don't fix it’ adage, as
Crazy Taxi 2 looks identical to it's older
brother - bold colours, cartoon aesthetics,
and franchised landmarks included. Polygon
clipping still exists, albeit to a lesser degree,
and slowdown is infrequent, but bar some
game engine tweaks fittle has changed.

This time around the action takes place
in & New York-esque setting, with four new
drivers and two new layouts: Around Apple
and Small Apple. Maps are unlockable for
each, which highlight the most requested
destinations. Again, the emphasis remains
firmly on speed: negotiating the metropolis
as fast as possible in order to maximise fares,
or tips given for particularly risky shows of
driving prowess. Play in motion is undeniably
engaging, and the inclusion of multiple fares
adds a touch of vanety, giving the player a
chance to plan their route, if onty to a limited
degree. Back are the Crazy Dash and Drift
manoceuvres, in addition to a new function —
the Crazy Jump — essentially enabiing the
cabs to perform a bunny-hop.

In its oniginal guise, Crazy Tax would
occasionally trade speed for disarray, the
player bouncing around the screen, all

The Crazy Pyramid makes for a welcome
respite from the overblown action of the
main game. Expect the usual red thumbs,
though = infuriation is a major element

As soon as you load up Sega’s new racer,
it's obvious that Hitmaker has adhered
to the ‘if it ain't broke, don't fix it’ adage

semblance of control lost. The use of the
jump irons out such chaotic occurrences,
and offers an effective escape route instead -
which iz also peatly in line with the game's
amusing bent. In fact, access to many
potential customers can anly be gained
through the jump function, and so
exploration plays a considerable

part in achieving the largest rewards.
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Mastering the Crazy Drift is paramount for swift cornering, but it also accounts for a potential loss of
control. Overdo it on a corner and you'll swap ends in an instant, wrecking any progress into the bargain

The Crazy Box mode resurfaces as
Crazy Pyramid, an sver-decreasing stack
of mini-games that are designed to test
your driving skills. Compared to the offerings
of the original, the Crazy Pyramid is a lot
easier to conguer, aithough the final few
challenges require multiple attempts before
victory can be tasted. Expect to perfect
a sideways drift combined with a jump;
develop the ability to stop on a dime;
and master the ever-so-satisfying balicon-
popping routine. New inclusions utilise the
jump feature, such as the ramming of an
engrmous golf ball - which is more fun
than you'd expect. Replaying for the sheer
hell of it is not an oft-seen feature in many
current games, but Crazy Taxi 2 manages
to slide it into the proceedings with
understated, near-nonchalant aplomib.

Despite such praise, it could be argued
that Crazy Taxi 2 falls short of being a true

sequel, and ranks as more of an update,
offerng faw new features. So while its
lastability will certainly not match the fikes

of GT3: A-spec, this s simply comparing
digital apples with paars: Crazy Taxi 2 isn't

a gim. It's a slice of raw arcade action that
seeks to excite on the most fundamental
level, Spectacularly shallow it may be, but
the notion that guantity outweighs quality is
naive, especially in this instance. The arrival
of the 100-hour adventura has clouded many
consumers' perception of what should be the
accepted lifetime for a videogame. Crazy Taxi
2 neads make no apologies for its stance; an
sffortless, all-embracing title that will entertain
years after the most bioated RPG has long
since bean abandoned. All of which is
testament encugh to its most valuable [
attribute — instant, riotous fun. =

Edge rating: Bght out of ten
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Textures are impossible to distinguish from the ariginal outing, but the style is unmistakable. As shown
above, the rickshaw resurfaces, this time under the heading of ‘Lowrider’, Prepare for extreme vectors

Watch and learn

An obvious but nonetheless enjoyabie feature of
Crazy Taxi 2 is the replay function that aliows you
o recond, save and replay an excerpt of mayhem
starting from any point in the city. Once captured,
the re-run can be viewed from a number of angles,
including standarc, pedestrian, firstperson and
reverse. The latter |8 quite useless, except to
observe your passanger's antics in the back seat,
as they get thrown from side to side. It is worth
noting that the cheat from the original game
aliowing the use of thess angles in-game still
Crazy Taxi 2's Jump function brings a large chunk of airborne travel. The temptation to continually leap exists, Playing in firstperson mode adds a whole
every obstacle is considerable, but bear in mind, once in flight, there can be no alteration in direction new lavel of craziness to an already frantic game.




Z: Steel Soldiers

Format: PG Publisher: EON Digital Developer Bitmap Brothers  Price: 830  Release: Out now

A little light relief

While they weren't exactly sidesplitting,
the comic caricatures of the original 2
added a pleasant chuckle to a genre
that still isn't renowned for its comedic
aspirations. Thankfully, this aspect has
been maintained for the sequel, with the
laissez-faire, gung-ho characteristics of
clumsy robot warriors still in place. While
cutscenes still don't provide any belly
laughs, the sight of bored sentries
entertaining themselves by butchering
the local non-combatant fauna prove
engagingly funny. Howaver, it's a shame
that this level of attention wasn't
lavished on Al throughout the game.

Surprisingly for a game that owes such a debt to
old-skool game dynamics, Steel Soldiers boasts
a diverse selection of some of the most solidly
realised 30 environments yet seen in an ATS

Despite enabling players to close and minimise menus and windows, the developer's attempt to
build an interface that can keep up with the high pace of the game is, sadly, not entirely successful

094

hen the original £ first appeared on
W sheives, no one knew that the gval
Command & Conguer franchise was going
to set the ATS agenda for nearty a decade.
But with the vast majority of developers
seeking only to emulate the pacing, structure,
and objectives laid down by Westwood when
it comes to producing yet another example
of the genre, the arrival of Steel Soldlers
comes as something of a welcome surprise.
Like its predecessor, it imbues a prefabricated
template with the rmythm and flow of an
arcade or 16bit gameplay dynamic — fittingly
for a game developed by the Bitmaps.
Unlike its predecessor, which took so fong
to arrive that it looked dated next to C&C,
it combines this with environments that,
wvisually, are at the cutting edoe.

Significantly, the impact of these 3D
environments on the mechanics of play is well
realised, thanks to a relatively innovative line-
of-sight system that departs from the formula
50 beloved by much of the RTS pack. Despite
the solidly realistic battlescapes, though, and
their convincing effect on battle, their division
into smaller, rationalised, resource-bearing
territonies gives Steel Soldiers a unique
cadence. By shaping the course of confiict
almost in the style of a boardgame by
heightening the competition for resources,
and by increasing the topographical reach
of that competition, these teritories lend
a frantic pace to procesdings — a departure
from the more traditional build-scrtie-build
tempo. And although the vanety of units and
mission objectives that categorise so many
RTS outings are dutifully in place, this hi-
octane uniqueness enables Steel Soldiers
to stand out from the crowd.

Nevertheless, it 1s apparent that the
developer has been hoisted by its own
petard as the frenetic momentum and
territorial scope of conflict demand an
interface that Is navigable at an appropriate
speed. Despite laudable effort from the
developer in the shape of menus and maps
that can be moved and minimised, and a
variety of ways to zoom in on a particular
part of the battlescape, there are too many
occasions which see the interface unable
to keep up with the high speed of the
game or undone by deficient Al.

So, it isn't clear whether Steel Soldiers will
provide the next evolutionary trajectory of the
RTS, but if nothing more it certainly =
provides an entertaining offshoot.

Edge rating: Seven cut of ten



Red Faction

Formal: PlayStation2  Publishar: THQ.  Developer: Volition
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in muttiplay
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Five cut of ten

£40 ‘FHelgass: June 22

There are few cerebral challenges to be found
in Red Faction. The almost compulsory stealth
sections (above), though not particularly wall
realised, do require some thought, but the
game's only puzzie arrives right at the end

Patching things up

Although designed for & console, the PS2
version of Red Faction seems to have
more in common with PC shooters than
its console brethren. The most obvious
difference, though, Is the availability of
patches on the PC. It's debatable whether
minor tweaks to the likes of Al would be
capable of vastly improving the title, but
there were several bugs and glitches in

Edge’s copy that might reasonably be
Coupled with a PC-
style save function, offering no autosave,
the possibility of encountering the PS2's
own 'blue screen of death’ after

eliminated by a

significant play is not a welcome one.
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Mat Hoffman’s Pro BM

Formal PlayStation &

ishor: Activision Developer Runecraft  Prioe £30  Helsasa: Out now

Like Tony Hawk's videos, you receive mag
covers for completing challenges (high/pro
score, hidden cover, T-R-I-C-K, and specific,
such as hit all of the level's satellite dishes)

If you build it...

Virtually identical to Tony Hawk's Pro
Skater 2's varsion, Hoffman's BMX park
editor enables some reasonably complex
contraptions to be digitally created with
remarkable aase. The equipment salection
is comprehensive, and to help you on your
way five pre-made examples come a5 part
of the package. Interestingly, your creations
can often look more graphicaily stable
than the main game's {admittedly larger)
versions. Nevertheless, it's always

a8 weicome faature
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Things do look angular (particularly when
put against THPS2), and there's plenty of
polygonal break up to spoll tha illusion,
Occasionally you can also ride through
the scenery, which clearly hampers action

s recently

In reality, Tory Hawk's Pro Skater is a
closer to Hoffman than its BMX counterpart —
hardly surprising given that Neversoft lent

its engine to the Runecrah

chaps - but as

are two distinct
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I-War 2: Edge Of Chaos

Price: 30 Rl

Format: PG Publ ease: Out now

« Infogrames  Daveloper: Particle Systems

S pace Invaders I E
begat Wing Commander, 3

Commander’

EEEHEERTTT R

+ anmmghyl

gacy is one of overblow

That's the path, b

SpaCe opera.

o

rebred fighting
d on the other

ides, You're still finng las
ng implosion.
presentation, and fans
will be pleased to note that that's exactly
where the sequel excels.

That's not to

¢ the game's lacking

substance, either. Three acts, each spl

dozen titled mission-based chapters,
form the bulk of the gan ally PC-sized

experience, Before th
recounting ye

nlogue,

tripping 15-

training mission and thro

Combat is fast, but cautio

ticians waon't find much luck
by within

trading, and non-linear exploration

excite the true believers who spend their
t aben, The t
but familiar enough to cause déja vu in all

lives wi ks, varied

3 Most inexpenenced space gamers,
will entertain th vanting another Wing
Commander. The imagery is spectacular;
the plot solid and coherent; the game
dynamic stuck ir
and enjoyable. This is gaming safety

But it doesn't really v

the mid-"80s, unyielding

er. [-War 2

t progress, and Edge strongly suspects

B35 isn't what fans of this

subgenre are seeking. They want what
thay've always wanted: more airport trash
ic sci-fi th

aesthe t places them in the
cockpit, adranaline carsfully paced with
measured plot twists. They'll get it with
I-War 2: Edge Of Chaos, but — especially
in view of all the titles that have preceded
Particle Systems' introspective effort —
perhaps they ought to be asking for

a little mare. They may one day get it

Particle Systems’ vision of space combat draws from TV sci-fi, and the laser duelling will please Trekkers
and fans of ‘Babylon §' alike. A range of views are available, including cockpit and external cameras

I-War 2's galactic map is the best portrayal of
space since Frontier, and much less confusing
than Braben's effort. Crossing huge distances is
made easy by the targeting system and autopilot

Mawkish mood setting

I-War 2's story deals with your father's
debt-induced suicide, and your quest

for revenge. It's a dark (albeit oft-trod)
direction, so [t's curious that Particie
Systems has chosen to treat it with

a cartoon gloss that dissipates the
tension; it's hard to fesl sorry for your
newly orphaned self when you have

all the gravitas of a Macaulay Culkin

film. For these unmoved by the rendered
sci-fi soap opers, there's also a quickstart
option which enables the player to jump
straight into an increasingly difficult
infinite dogfight, and the now-obligatory
weslth of multiplayer options.




Bomberman Story

Format. Game Boy Advi Pubiisher: Hud

he review of excellent Super Famicom tities now
T reaches Hudson's Bomberman, but somejing's
changed. Rather than the linear leve! structure that ran
through the previous titles, Bomberman Story applies
the chain-reaction dynamic to a top-down adventura.

in essence it's a competant copy of A Link To The
Past, with the protagonist’s sword replaced with
bomibs. The stress has to be on copy, though; the
Imagery here is startlingly similar to Zeida’s Super
Famicom adventure, right down to cartoon foliage and
the cracks in rock walls. But while there's the same
balance of puzzles, action, and questing that make up
Hyrule's brghtly tesurad plains, there's none of the
spark, which 1s why the retumn of the cramped single-
screen structure is welcome in the muitipiayer,

Bomberman's appeal has always been in local
competition, and there's no change for the 32bit pocket
version, The Japaness text will render the storymaode
Incomprehensible to most Westernars, but for those
buying the game for the right reasons — a desire for

The APG mode offers power-ups,
enemies, minibosses, and a simple quest fast-paced explosive rivalry — it shouldn’t matter. Those
It's an i ing d ion, but g y .
g g ‘s with handheld versions already may wish 1o wait
it pales next to the multiplayer experience =
tor something more surpnsing. S
Igloos offer stealth, but not protection. Most of the additions to the standard Bomberman dynamic will s a =
be famiiiar to dedicated bombers, but that doesn't stop the fourplayer mode from being spectacular fun Edgeratlng: Six out of ten

Rayman Advance

ook at the top 40 ali-formats chart and you'll
L notice that the onginal Rayman - released in 1995
~ i& stlll thera. Depressingly, the new Rayman for Game
Boy Advance may sport four layers of paraliax scrofing
and beautihlly rendered cartoon sprites, but the
platforming action remains as tired as ever. Jump,
climb, coliect tokens, and then free a race of peoples
ensnared by an evil despot. The backdrop could be
exchangead with any game in the same genra.

Asking for massive gameaplay innovations on &
system In its infancy is perhaps unfalr, but UbiSoft's
decision to stick to a traditional jJump/climb mechanic f
soon has the eyelids drooping. The size of the sprites e 20 ; . " . : i) |
8is0 asks the player to make too many frustrating ieaps : T . il i, "Nt
of faith. Thers is the occasional boost to an abiity —a ‘ ' ! \ e
punch, say, or the opportunity 1o grow seeds into a
higher platform - but it is the ease at which the game
can ba mastered which really disheartans,

In its favour the game boasts six worlds and is

larga enough 10 keep the less dextrous happy for At key stages Rayman can take to the
several days. While Rayman Advance Isn't hugely uikiunnlnuualpumwp.
r nfortunately, the speed of oncoming
the b f wll ! :
flawed, the humdrum formuda will be entertaining f= AR o

only to those with a vapid imagination

= . Reach the end of a stage and - wait for it - a boss appears to thwart Ray 's progi The usual
Edge rating: Four out of ten of dodging missiles while locating a weak spot ensues. Rayman Advance is about as traditional as It gets
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Codeshop

Tracking developments in development

Going for gold

Intrinsic Graphics redefines multiplatform development through Alchemy

INTRINSIC ALCHEMY

i
L

Alchemy's extendable object model
ensures that game code takes
advantage of specific hardware
features and is also portable

URL

www.intrinsic.com

dlrhemy is being promoted as a both a cross- and multiplatform solution for developers

he outbreak of middleware engines
T has now reached epidemic
proportions, But the situation doesn't
concern Rémi Armaud, director of
technology for the newest contender
Intrinsic Graphics' Alchemy platform.

“The tirming is perfect,” he says.
“The technelogy to bulid something
like Alchemy became avallable only

ilers

recently, Not long ago C++ comy

were not good enough, and the
console hardware did not have the
level of complexity that Alchemy has
been designed to handie. It gives us
an unfair advantage compared
to products that were designed

amos

soveral years ago.”

Competitors such as Criterion
or NDL will disagree, but Intrinsic
is aggressively pushing its perceived
technical superiority, even to the extent
of attempting to redefine the semantics

of middiewara, Praviously, the terms
‘crossplatform’ and ‘'multiplatform’
have been broadly regarded as
interchangeable, but for Intrinsic the
difference is vital. ‘Multiplatform’ means
that the developer has to do a specific
compile for each ¢ i) largeted,
meaning the engine will take advance
hardware-specific features but a

t of portability. *Crossplatform

ghly partable, but

doesn't allo

low-level acc

Intrinsic Graphics believes Alchemy is technologically superior to its middieware opposition

‘Alchemy Is crossplatform as
it provides an APl and a file format
that works en every platform, and
it is multiplatform as it provides the
best possible implementation of that
APl on the different plath
axplains Armaud. "To give an example,
we provide crossplatform shaders that
are available directly to the art
their favounte modelier. What t
does not see is that we provide
differant imp tation of the shader
using the best possible algonthm on
each platform, depending of the
availability of hardware features.”

The key to Alchemy's performance
15 that while it has a thin abstraction
software layer that sits on top of
the target hardware, it ralies on
an extendable object model - wi
Intrinsic refers to as its ‘patented
Object Description Language'
This means programmers

custom f
“We provide a Visusal

(ms,

n replace
any part, adding atures

ontext class
that is the crossplatfiorm graphics API1,”
Amaud says. "It is actually a pure virtual
class. It Is imple

with the hardy

nted, at linking time,
e-specific class,
therefore adding no intermediate layer.

If one wanis to

ctly access to the
underlying hardware, one just has to
include the hardware specific class

i

tead of the genenc class and
immediately get access to additional

but not portabile, fealures,” he says.
Yet, clever as Aichemy is, success
for Intrinsic will only come as it signs up
developers. So far the only announced
customer is Yeti Interactive, a start-up
out of Ubi Soft's Rayman-centric
Montpeliier studio which is working on
an XBox platformer. “We are working
several studios but we don't
have any shipping titles yet,” explains
Arnaud. “This is going to change latar
this vear, but | cannot talk about any
deals until my company makes
ifficial announcement.”

Money behind the brains

Arnaud
Corporation made investments in fnir

and the inferesting part is that they wen
about the same thing. Th

mpanies’ involvement a

of confidence: “The fact that we are the only

platform provider such
deal about what they think
of our technology and our team.”
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All tooled up

Virtools

‘I

Wi

IR ienets W

Web competition

off and online 3D games 1=

creating one of the most dynamic
technological battlegrounds in the
industry. In the online arena, giants
such as Macromedia are squaring
up to WildTangent and Groove 3D,
with size of downloads and quality
of straaming the all-important
attributes. Combine this with the
traditional competition over 3D
angines, and key design issues
become how to balance the grumt
of high-end performance with the
efficiancy of the netwaork

French company Virtools is one
of the few to straddie both camps
with its 30 engine being used for
traditional CD products as well as
over the Internet, thanks to lis Virtools

; 1 T he convergence between
BN

Ve player. Problems over its name
have imited its public visibility of the
pas! 12 months, however, it changed
namsé from Virtools to NeMo in 2000,
only o lose a court case ggainst a
similarly named company, which
fotced a reversion 1o its onginal title
But with that episode out of the way,
the company s looking forward to
the release of Wirfools 2.0 to get its
narme back in the headlines.

While most 3D engines rely
an programmer skill, Virtools takes
a complately differant approach,
"Berrand Duplat, the chairman and
founder of the company, wanted to
make the most complex functions
acceasible to Non-programimerns
using an advanced graphic interface,”
sxplaing lead developer Nicolas
Galinotti. “Other game engines
are mostly soript or code-based,
whereas Virfools can rely totally on
our revolutionany bullding blocks,
called behaviours, although we still

we offer the possibility for
programmers 1o deveiop and design
their own buliding tlocks in C+4."

These behaviours can be
attached 10 a game entity to
define the interaction between
the entity and its environment
within Virtagls' graphical imterface
Complex behaviours can be created
by combining different behaviours
together and in this way usars can
build up their own custom behaviours
for all game abjects. It is this
approach when combened with
Virlpals' engine's off and online
charactenstics that make it such
an interesting proposition. Galinot
reckons the spit between the two
markets is 5040 in favour of offiine
at present, but this seems likely to
change as the Web gears up to 3D
Virtools' modular engine runs on three
differernt APls ~ DirectX 5.0, 7.0 and
an OpenGL software renterer -
although 3D hardware is
recommended, The Virtools Web

Pliayer is also required — a 750Kb
download, of which the around
400KD is required for the first
level of game, with the remainder
streamed on a per-level basis.

But as Galinotti points out,
Virtoals is keen to migrate on to
consoles too: "Qurcument focus is
on XBax, which for many reasons is a
natural plattorm for Virtools. We have
some customers working with an
advance version of 2.0 [to be shipped
in June] to design XBox tities, and the
game Core by Zoink Enfertainment is
a good example. We are studying the
possibiliies which would give Us
acocess to all possible piatiorms.™

Pricing for Virtools 2.0 reflects this
willingness, with the full source code
for the engine available at £37 500
and a single-user package costing
a mere £3,.100. Previous clents have
inciuded the likes of Havas, Hypnotix
and Microids, and - as Virtools is
quick 1o pomt out — thesr
projects were all profitable.

EDGE 1Y




I Out of this world management

Prerif i Iie
T

ighal proctuction managament

solutions such as NxN
Software's alenbrain hardly
count as a new concept in game
development - NxN was formed
in 1997 and alfenbrait is on the
brink of its fitth major iteration.
What is new, however, is the
warking environments such
client/server file managemsent
syslams are now supparting.

This was recently highlighted
by the adoption of alenbran by
Sony Online, 1t has three main
stucho locations ranging fromiits.
San Diego haadquarters to facilities
n - Austin and St Louis, Significantly,
the firs! title o use alienbrain is Star
Vars Galaxees. “The Sony deal stands

it

48 a testament to the confidence
large gamea developers have n

alanbram, and 1o the underst

Nding

that a comprehensve solution
naeded 10 supporn development
team members and manage
today's compiex proguction
procésses,” explains Gregor
vom Scheidt, CEO of NxN

This distributive approach to
game development has also baen
taken up by Infogrames., which

5

ihe prograss Of converting s stuaies

over to ghenbrain, In time. this maans
that Infogrames’ studios will be able
to share art assets, which has the
potential to create huge time savings
considenng the company's lengterm
commitment to Wamer's Loonay
Tunes characters. With afienbrain
amodel creatad In Austraiia for

an XBox game could be utiised

for a PlayStation game being
developed in Sheffiedd

game assets in the production

cycle. As Stephen Peacock,

NxN's account manager for the

UK, expliting; “Most assot
managemeant systems start whisn

the asset is finished, we start when
the asset is being plannad. Alesbrain
tracks versions of the file as it evolves
throughout:the production process,
Quir tools are designed to halp the
developmant of the asset as
opposead to the archiving of the

asset once it's bean done. In the
games industry this Is much morne
relevant because It's rare you gan
reuse an assat divectly without
twealong it as the next hime you
make a game, your gngine’s betler

and you can have more polys.”
The otter main push for

afenbrain is ensunng its integration
with art packages like 30S Max
and Maya and development tools
such as CodeiWarrior. inparticular,
tha recently relaased alienbrain
plug-in for CodeWamor links

mto improved search engine

and import/export options.
"CodeWarnor is one of the

most versatile development
solutions for game
programmers,” maintains

vom Scheidt “In order to

offer our custamers a total

digital progduction management
soiution, it 5 absolutely necessary
for atenbrain 10 provige sasy
actass to the high-end
programming solutions
development teams need.”

EDGE 1)




Al together now

Emergent character Al is the goal for the Autonomy Character Engine

Bio|Graphic

Fa. "
e L e o}

A hungry shark and two schools of fish
give an example of emargent Al
behaviour using Biographic's ACE

URL
www.biographictech.com

Yo

Jeand . BEueEVTeeLknxwww

PU load and the drive towards
C photorealistic graphics have
been the two major bottienecks
to restrict the growth of Al in
games, according to Biographic
Technologies' president and
CTO Paul Kruszewski. But with
significant movement on both fronts,
he predicts strong improvements.

“The next thing is to improve
interactivity, in particular with
autonomous characters,” says
Kruszewskl, “Al-heavy games like
The Sims and Black & White are just
the tip of the iceberg. This decade
of game development belongs to Al.”
And, with the release of version 1.0
of BioGraphic's Autonomy Character
Engine (ACE), Kruszewski is putting
his money where his mouth is.

A middieware Al engine, ACE
is designed to allow easy access
to both artists or programmers so
Al can be added into a game using
plug-ins for modelling tools such
as Maya or via a programmer’s
SDK. “ACE has two key
characteristics: realtime performance
and programmable SDK," Kruszewski

explains. "Since ACE Is a realtime
engine, artists have a great deal of
interactivity. Through MEL scripts
and key frames a technical artist has
almost as much control over ACE as
a programmer. As ACE also comes
with an SDK, it can be linked not only
into the art package, but the level
editor and ultimately into the engine.”
As the CPU performs
Al calculations, multiplatform
compatibility is not an issue,
but integrating Into game engines
certainly is. The behaviour of an Al
charactar is obviously dependent
on such variables as geometry
and collision detection.
"From a programming
perspective, we view a game
engine as a main loop that contains
successive calls to the various layers
of the world: the geometric layer; the
Al layer; the physics layer; and the
rendering layer,” says Kruszewski.
“The geometric layer tells the Al layer
the state of the characters’ world.
The Al layer then decides how the
characters react to their world. The
physics layer then enforces physical
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Look! No scripts

reality on the characters. The

only hooks needed are 1o create

the brains of the characters, update

them on the state of their worid, and

respond to their desires for motion.”
Despite ACE v1.0's imminent

release, Kruszewski is keen to

discuss v2.0. “V1.0 is a reactive

system with no real knowledge-

acquisition mechanisms. In v2.0, not

only will characters be able to learn

and remember, but they will be able

to use this to plan. For exampie, with

v1.0, we are able to create a simple

Capture The Flag game in Maya

and export Into an engine based

on Criterion's RenderWWare. Some

characters can charge at the flag and

fight, while others can hold defensive

positions, They can’t make complex

decisions such as retreating, nor can

they take advantage of terrain.

Using v2.0, our CTF demo

will get a lot more deadly.

We have only just begun.”

Il'.nlulljl]*ur [}
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One demo involves Roman soldiers who have to react to an
ambush, as well as traverse mountains and dodge boulders
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Busy, exciting, and stimulating times at Brain In A Jar

Brain In A Jar diary, part six
by managing director Matthew Gabiel

i the Brain
In A Jar MD, but he found Gran Turismo
3's handling largely unchanged

Stunt, (above) imf

ust returned from E3, and

what a show it was — although for
some reason it seemed much more
relaxed this year. | think we organised
our meetings better than last year,
leaving more time to get from
meeting to meeting. What did you
all think of the show? Did Nintendo
steal the day for you as well?

MCV reckons it is ‘Advantage
Nintendo’, and | would have to
agree. Considering the lack of hype
from Nintendo they not only stole the
show, but they did it in style. Sony

looked like they knew exactly what
they were doing with some good
titltes coming soon, but it seems
the disappointment was XBox.
Most people | spoke to were
not impressed. There were some
interesting titles around, but as usual
I didn’t get much time to wander the
showfloor. | tried to do the rounds on
the driving games, obviously taking
a good look at Gran Turismo 3. It
has improved a lot since | last saw
it, and now looks very good, but
the handling seems like it is pretty
much the same as previous
versions, which, admittedly,
isn't necessarily a bad thing.
Another game that looked
really good was Stuntman, displaying
what looked like an impressive car
model and physics engine. | will be
looking forward to that game not
only to play, but also to compare
to our physics and car model.
We had some great meetings,
pitching our new concept. The idea
seemed to go down very well, with
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The Game Developers Conference proved
some inspiration for BlJ designer Pig

all the publishers we saw wanting
more. After the chaos of getting
everything ready for E3 — for which
I'd like to thank the team (they
warked through the night) — we are
now busy preparing more materials
to send on to the publishers we met.
The other interesting thing was the
number of publishers with green-lit
concepts who were looking for
developers to develop them. We
are in the running for four of these,
which has got to be good news.
The other strange thing that

happened was a real bonus for
us. Sky TV are making a six-part
documentary on the game industry
to be shown on the .tv channel
towards the end of June. They
contacted us through our agent
Mark Cochrane to feature in one
of the six parts. So, having met them
in London before E3 to discuss the
programme, they came out to the
show with us. The idea is to follow a
development team attempting to get
a deal, which involved them filming
us before, during, and after meetings.
Most of the publishers weren't up for
being filmed, so unfortunately there is
very little footage of actual meetings.
They also followed me round
the show looking at games, and
attempting to get a Sony party ticket.
So, if any of you saw me wandering
around E3 being followed by a
camera, | apologise for looking a
complete twat. It was actually good
fun, though, and once we'd done the
first meeting with Dolby the ‘there’s
a camera in my face, I'm going to
freeze’ effect disappeared. They
are coming up in about a week to film
us in the office working on post-E3
materials, so if you want a laugh tune
in to Sky Digital to watch some silly
Americans shout: “Is he famous?”
We have now moved into the
new offices. The team moved in
while | was at E3, which means |'ve
avoided dismantling and rebuilding
the desks twice now. It's so much
nicer to be in comfortable

surroundings, and it's a more suitable
place to bring publishers to. | didn't
realise how much testing they do at
the QOulton Park Circuit; it seems to
be every day so far, but | have been
told that we are now entitled to free
tickets to all events held at the track.
In my last diary | said | would let
you know my thoughts on the Game
Developers Conference, and it was
well worth it. Both Chris and Pig
came back buzzing with ideas
and immediately called a meeting
to discuss the direction we were

taking with our concepts. This has
spilled over to the rest of the team
and lifted us all. Pig has come up
with two new concepts since
returning, and one of these is what
we pitched with some success at E3.
Chris came back with two new books
covering programming subjects that
had caught his interest at GDC.

From the mighty pen of our
designer Pig, his comments: ‘It was
my first trip to GDC, and | found it
infinitely more useful than any of the
numerous trade events ['ve attended
over the years. It was quite a
revelation going to a show where
you actually pick up something
useful besides the usual piles of
trashy freebies and pamphlets you
never look at again. The standard of
the lectures was variable, but that's
only to be expected with the number
of speakers there, and when they
were good they were blinding — Will
Wright's discourse was particularly
special, and Merv Minsky was
excellent in a mad professor kind of
way. For an impoverished company
it's quite a big slice of cash to cough
up to send two people to the GDC,
but it was worth every penny, and |
recommend that everyone should
badger their bosses to go. Even if
you don't learn much (which we did),
it will certainly reinstall your faith in
the industry and prove that events
can be much more than extravagant
piss-ups and booth babes'.

Until next time...
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The making of...

ead Over

eals

It was based on old code, inspired by an earlier title, and had its plot
lashed together in a matter of minutes, but Jon Ritman and Bernie
Drummond'’s opus ended up a masterpiece. Edge finds out how

EDGE 199

esd Over Hesls was blatantly
H modelied on Knight Lore and

borrowed 80 per cent of its
code from another titie. Hardly
cradentials to assure the isomstnc
puzzie game a place in the annals of
videogarme history, But that last 20
per cent of code, brliantly conceved
and honed 1o perfection, explored
new terriory in terms of character
co-operation and level design.
Indeed, the symbiotic partnership at
the heart of the game demonstrated
an audacious level of sophistication.

Fittingly, Head and Heels
were born oul ol an alliance between
artist Bernie Drummond and coder
Jon Ritman. “Jon had this idea of
symbiosis after walching a
programme aboul animals which
could combine together in nature,”
explains Drummond. "It was his
idea. but | vaguely remember this
Marvel Comic version of ‘Planet
Of The Apes’ back in the 70s.
There was a story in which a gorilla
and a human teamed up. The gorilla’s
arms were broken and the humans
legs were broken, so the gorilla gave
the human a sort of piggy back
When Jon suggested the idea,
| ook it in that direction.”
While Drummond imbued

the game with its distinctive surreal
quality, Ritman concentrated all his
efiorts on game design. 1 worked
on all the Z80 versions.” he recalls
“The Amstrad CPC, the Amstrad
PCW, and the Spectrum. Bul at the
time | never thought of Head Over
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Head and Heels began their quest in the same location
but could not join forces due to the barrier which divided
the room. Once together, their combined skills allowed
them to overcome increasingly complicated puzzles

EDGE 99

Hedls as groundbreaking. Batrman
came first, and Head Over Heels
was virlually the same code. | can
clearly remember thinking that this
new game was just a way that
allowed me to get more variables
inta the amount of puzzles.”

Ritman's masterstroke was
10 take the existing isomelnc puzza
game formula — lamously pioneered
by Ultimate's Knight Lore — and add
a staggenng level of intncacy by
creating two characters which could
join and separate al the whim of the
player, Head was granted the power
to jump to high places, while Heels —
a dog-like charactar - could move
fast over flat surfaces, Further puzzle
combinations were provided by the
tools Head and Heels could discover
during the game. Separately, the
dun coulkd only operate to a limited
degree, but logether they shared
their skills and could overcome
vastly more demanding puzzes.

“l was frequently coming up
with quite complex problems which
would include a mental element plus
a physical element,” reveals Hitman.
“There's a room near the beginning

ol the game which has a Dalek with
a Prince Charles head on the top.
That's whera you get the bag for
Heels. ntially, that was far more
complex and had a lot of maental
stuff in it. Bul when | watched a
friend play it | realised that there
was a problem, |l someans thought
they solved a mental elerment and
then failedd the physical lest because
they didn't make a jump, they would
then assume they hadn't solved the
mental puzzie even though they hard.
Thesy would start trying other stuff. |
realised | had o separate the two,
So, ' would put a mental puzzle with
minimum physical problem in one
room, and then a physical problem
with minimum rmental problem in
the next room. It was the only
way that made it work.,”

Though Ritman created
and implemented all the puzzes
ini the game, Drummond's antwork
provicded much of the inspiration.
With a simple draw program - and
little computer axperience - the 19-
year-old artist began expenimenting




by ng pixels around the
screen until images began to form.

did have a surprisin input
ering | was new and didn't

s Drummond. “At

now what |

doing and ng pixels on

& box. If
Lider after 20 minutes it
iId look like a Rorschach test. If

be a Welsh dresser, a suitcase, ora
a hod
t7 It's gorgeot
slightly better than

pictu
Four do
make it s0 Head can't use them

because on't walk on dogs. "

The design o
was a glorious exarn 1p-|c— of instinct
over mathod. Ritrr

thing. Headaed one by
and left the code which joined
rs until the very end.

harag

The approach belied a game
which exuded an air of Ljp.umr\ and

such-an eclectic array
disposal, Ritman

ption but to build a bizame
d the two e

5. As two spies from the

itral

planet Freedom, read the blurt on
the game cover, Head and Heels

sent to liberate the Blacktooth

Empire. *| made the whole game up
ided the bullshit
ten minutes,” admits the coder

the

5 Dali-inspired

Although Head and Heels began life
apart, one of th

Ritman placed a room

the start in which b

haracters could sex ch other
r:-u[ not actually me was a

inspired touch which typified

the game's charming design.
Ritman developed Head Over
Heels simultaneot
es, He was

by for all the 280

coding, ensuring
routines needed to be ‘,Itf-'reu to
port it over to any of the formats
But it was Ultimate's seminal Knight
Lore which spurred Ritman on
towards producing elegantly
designed and coded

 after

e | just wanted to
do that. It was the be
sean. It's like where you were when

ing I'd ever

Kennedy died. |'ve talked to Chris
Stamper since then about Knight
Lore, and | know that the efficiency
of Baty d Head Over He
was so far beyond Kni gh. Lare,

was 1o use a grou
whole map was contained in SK. It
was a bit-streamed map format with
lots of optimisation. | put individual
bricks down and then, for instance
grouped log
bricks. In memory terms, | could
then put down that whole row
as if it were a sir

er a row of eight

le brick. It might

only take & byte

50 a byte of memc

Each character had a item to help them on their mission. Heels could collect objects In his handbag
while Head had a hooter to shoot doughnuts. Finding these tools formed the first goal in the game

“Immediately after seeing Knight Lore | just wanted
to do that. It was the best thing I'd ever seen.

It's like where you were when Kennedy died”

The game took ning months
to complete, and once finished anly
the small matter of the game'’s name
required tweaking. “The working title
was very appropriate
laughs Ritman. “From the very

alled it Foot And

beginning w
Mouth. It started offasa jo

y the end of nine mor

with groundbreaking
e Head Over Heels did
its purity of
ginative puzzles,
and character mechanics placed it
a world apart from its closest rivais
"E\th its greatest achievement Is that
valid " concludes
Ritman. “When | look back at Head
Owver Heals, particularly on the
Amstrad whers it was very colourful,
just think it still p
Incredibly wsll, it was special,”

rigither of t

level aesign, Ima

agame
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Where yesterday’s gaming goes to have a lie down

Examining gaming history from Edge’s perspective, five years ago this month

]
ChOOSing a lead seature isn't sasy when your Into Dreams might receive the same attention as the
magazine lies at the Edge of |nteractive sntertainment. previous issue’s Mario 64, Edge's damni f
The retina-scamng cover art of issue 36 may have the Saturn’s great white hope scored it at (‘Not
implied something technologically mindblowing; history quite enough 1o be an all-time classic’), stoking the ire

it

nationwide;

ed readers wers to consume of anti-Edge Sega zea

ding Blade, slated for an Autumn '96 releass but

g, made its debut

thoughts on transistor density and bits per square inch, eventually morphing into Sa

figure in NB4 strategy’ mumbled Prescreen appearance: ‘Blade’s realtime light s

WIcing

dbite which would and shadows are just =as where it excels’
look at Z, gushed Edge. 'Ret

surprising those who'd hoped 1's NIGHTS the stakes In a stroke'. If oniy they'd

fiort is set to raise

known

“We're trying 1o set up
software publisher. It reaiy she
Sega's former US prasident. Tom Kalinsks

DD EDOGE

Diie Hard 3 could
combining essments of
darivative n, 1. - somathi

LY SAY THAT?

be described as defivatne
ruction Derby and Aidge Racer
g derfved fram anather sowcs

TSTREENS (AND RATINGS)
Z [PC; B10), NiGHTS Info Dreams {Saturm; 8/10)
Die Hard Thtagy (PS; 710}, Decathlete {Satum; 8/10),

Time Commando [PC; /105, FT (PS; 810

1. Little Big Adventure 2
towers over the Prescreen
section 2. Peter Gabriel
entertaing nuMedia
followers with a bubble and

a urinal 3. Quake's novel
advertising campaign

4. Criterion's photoshoot
sends them back to the
18950s. Nobody's quite sure
why,.. 5. The cover feature,
a deeply involving lock at
the world of data storage
6. The Bitmap Brothers' 2

vouritas from vestarysar ns It was 1997. and poor-guality 3D was all the over the PC, relegated to the spare room.

tor, Charles Caci rage on the PC. The RTS genre was in its infancy - Warcraft 2 is still, for me, the best RTS. There
and then Warcraft 2 came along, For all us sad 'Lord have been dozens of others since, but they have
Of The Rings' fans, the rich 2D graphics drew us into all fallen Into the sequel trap, namely that developers
a wonderfully appealing fantasy world. While the {and publishers) didn’t really identify why the original
story was a bit dodgy, the gameplay was excellent games were so great and so built on the wrong
and the balance was just right. The graphic design elements at the expense of right ones. | look forward
af the units was fabulous and, crucially, they were to Warcraft 3 and hope that it really does build on
drawn in such a way that their function was the best elements of its prequel. Blizzard's admission
immediately obvious, as were their strengths and that they have been redesigning the title explains
weaknesses. This made the game wholly intultive. the long delay, but suggests that the vision is 2
My wife and kids were abandoned as | sat, hunched wavering. Let's hope that they get it right.

Warcraft 2: one of the originals, and - in Charles Cecil's opinion - still the best
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FAQ

Takayoshi Sato

Manager/dir

akayoshi Sato is a manager, director, and
T artist at Konami Amenca. Having moved

to the US, he's bean studying westermn
phonetics in a bid to overcome lip-synching

problems due to the differences in Japanese
and Amencan enunciation

What was the first videogame you played?
Space Invaders, by Taito.

What was the first computer/games
machine you owned?
ANES.

What was the first thing you ever created
for a computer or console?

When | started In the Industry, it was Sexy
Parodius. But | remember | created a shooting
game in BASIC.

What was your first job in the industry, and
what was the first thing you ever designed?
Since Sexy Parodius was a conversion, the only
part that | designed was the option screen. After
that | worked on Silent Hill. I'd say that the
character design in that was my first industry job.

What's your favourite game ever, and why?
It's the interesting, revolutionary game that |'ve
been warming up in my head.

What was the last game you played,

and what did you think of it?

It was CounterSirike. Al of us at work connected
and played together. Although | usually get killed
first, it's really fun to have a tag match with
people | know, Although I'm a creator of visuals, |
forget that when | play a network game.

How many hours a week do you

actually spend playing games?

| den't spend much time playing games since |
stay late at work every night. Thus | suppose |
spend about two, three hours a week.

What's your favourite book, album,
and film of all time?

When [ was in school, | read a lot of Japanese
literature. Overseas literature tends to be difficult
to read once it's been translated into Japanese.
I'd like to read the original text, but that's not
possible. As for music, | like 1970s sounds.
Movies: | like Paul Verhoven's work, like Turkish
Delight’, ‘Robocop’, and 'Basic Instinct',

Which Web site do you most regularly visit?
Sexy Web sites,

What game would you most liked

to have worked on?

| suppose since | made Silent Hill from the start
that | have the despest affection for Silent Hill.

Of all the games you've been involved in
the past, what'’s your favourite, and why?
It iz Silent Hill as well {| have been invelved with
wa titles only, Sexy Parodius and Silent Hill)

What stage is your current project at?
To a good extent It's finished.

Which aspect of it do you think will

impress players the most?

We tell the stary in a way that dossn't happen

In other titles. In order to make the most of this,
the background plot Is perfectly incorporated as
well. We're trying to impress game players much
more than in the previous Silent Hill. Generally
speaking. one aspect that will impress players
the most is the showing of 'the world' created
with visuals and sound in a very focused way

What videogame are you most looking
forward to?
PS2 Metal Gear Solid 2.

What disappoints you about the industry?
| get disappointed with the fact that even though
projects now require a lot of money, the system

“l get disappointed with the fact that even though projects now
require a lot of money, the system of game development is old”

What's the first game you look for

when you walk into an arcade?

Mo-Cap Boxing and Police 24/7, bath

by Konami. They were really cool games,

Folice 24/7 has a Japanese city (based on

the Shinjuku area, in Tokyo) that's so realistic |
really get shocked when | shoot a pedestrian by
mistake. The feeling of being there is really good

of game development is old. We make projects
with a profitable future, not ones that depend
on the developer's hard work. In the past we
could just rely on the creators. However, now
we must be able 1o predict profitability from
the start to invest in a huge project

What do you enjoy most about working in the

videogame industry?

When | complete a project and grin while
looking at my work over and over. Also, | enjoy
{t when | get praise from my acguaintances to
whom | forcefully show my work.

Whose work do you most admire?

| can't say exactly, since | have only seen the
Inside of Konami. Usually the public only gets

to see team leaders rather than the actual game
developers, An example of getfing to know some
peapla would be Mr Hideo Kaojima, | really admire
his vitality: he doas the work of an executive, a
director; and a scenarnio writer at the same time:

What new gaming platform are you
most looking forward to?

| have expectations for XBox, or, should |
say, Microsoft. If Microsoft has the initiative,
the platform will be the most stable. If the
platform becomes stable and the human
resources are fiuid, the names of game
Wwriters will become stable tog. With this,
we could see an improvement In the quality
of the product and the cultural value.

What are your thoughts on mobile

phone gaming?

Maobile phone gaming is currently specialising
oo much. You can make profit that way, but

| don't think it'll change many peaple's way of
thinking. I'm sure that mobile phone gaming will
be popular, but as a creator I'd like to discover
and invent, rather than just go for profit. Also,
speaking from a creator's point of view, I'd
prefer to be using state-of-the-art material,



I'd like to comment on the technology that
pushes the boundaries of what is possible to be
represented in videogames, and how it affects the
player. As technology moves forward, it becomes
possible to depict the ‘real' world more easily than
before, but this brings a lot of problems.

| recently got a ZX Spectrum emulator for my
PC, and, playing the games from the early ‘80s, |
couldn’t help but notice that, even though the
graphics were crude, and the physics completely
off (most of the time), the enjoyment was as great
then as it is now. Thinking why i is 50, | concluded
that both the graphics, the stories, and all the game
effects left a lot of room for the gamer to fill in with
their own imagination. Just like reading a book,
each player got to form the remainder of
the game that the technology forced the game
designer to leave unfinished. This is not the case
any more, Being able to construct very detalled
worlds in the games leaves almost nothing to the
gamer ta imagine. All that the gamer is left with is
noticing the mistakes in the game, and that leaves
little space for enjoyment.

Now it seems that game development is
in & state of transition that even the fim industry
couidn't get out of: that of the inability of designers
to use all the technology at their disposal,
Mimicking ‘reality’ in games s just the minimum the
technology enables - the real potential lies in
making worlds with their own rules that are different
from the one that we are living in, but in a manner
that would be complete and that won't leave the
gamer noticing the mistakes this new world shows.
There is something to be leamed from science
fiction as a literary genre: even though the writars
can't write about the things out of human
exparience, thay wrap their stories in imagined and
non-existent appearances, so they can tell us
something about our own society and ife. The
same could aasily be applied to game design, and
maost specifically 1o the stories games tell and the

Letters, Edge. 30 Monmouth Street, Bath BA1 2BW

m
Communicate by post:
Or email:
edge@futurenst.co.uk

design of the game environments. | can't
wait for that moment to arive
Stajic Aleksandar, via email

What is it that you have against the PC?
Any chance you get you moan abaut ‘the
excessive realism’ or what you see &s 'a lack
of innovation' - éven the mouse and keyboard
arammﬂaﬂymttbwn Ma)bewu\ebeen

Realism is not something you can knock.
Simulation gaming is totally separate from the rest
of the gaming industry. It's there for peaple for
people wha want to fiy planes and command
armies but never can in the real world, so the
more realistic it Is, the more immersive it s for
them. You say it isn't ‘fun’, but try teliing them
they aren't enjaying themselves.

And on innovation, in the last five years
the PC has made leaps and bounds in the
alerementioned simulation gaming, and has
created &t least two new genres of gaming (RTS
and FPS), not to mention what it has done to
me anything similar that consoles have done
recently, on the same scale or otherwisa?

As for the mouse-versus-joypad debate, that
was concluded when everyone bought a mouse

‘and keyboard for their Drearmcast.

There are certain things the PC can do better
than any console: firstperson shooters (some
people won't admit it, but Half-Life is superior to
m&mmﬂnm to god
‘knows how many flight sims), and online gaming
{with the likes of CounterStrke and EverQuest).
Likewise, there are certain things that consoles can
do but the PC can't: beat 'em ups, platformers,
and games like Jat Set Radio (whatever genre that
18). And there will never be a Zelda on PC.
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I do own a couple ol consoles, and | enjoy
being able to sit down and play for ten or 20
minutes, but | get my true gaming fix by spending
a much more immersive couple hours on my PC.
The point is that the PC is not an oversized,
arrogant consale, and if it is rated as a console it
will always come up worsa. It's a completely
separate entity and it's none the worse for it,
Brian Ashford, via email
Comparing PC gaming o console gaming isa
pointless exercise. Realism s games is increasingly
relevant, though. With the technology at their
disposal right now, it's clear that devcos must
make compromises when attempting to deliver
representations of real-life scenarios/events.
Operation Flashpaint (see pa0) does this by
simplifying gameplay slements such as vehicle
control — it doesn't try to make Iis jeeps behave ina
Gran Turismo-style manner; if it did so it would be
simply over-egging the pudding, As it stands, it
succeeds in walking the line between videogaming
and raal-life believability. But this Is exactly where so
many PC games fall down: by not being able to
even identify that line, Naturally, fight sims must be
as ‘'simmy’ as possible by their very nature, but if
'sim’ isn't in the game In question's category, then
don’t expect its oversights to be forgiven.

A while back | seem to remember Edge
berating nen-videogame magazines for reviewing
games when they really had no clue about them.

| would therefore like to ask Edge to refrain from
the topic of real martial arts after “The Making Of...
The Way Of The Exploding Fist' (E9T).

Mr Bamett's claim to have read ‘every book in
the district’ must have amounted to the sum total of
one, and a not very good one at that, So inaccurate
was he in his description of Wing Chun and Bruce
Les's ‘art’ that it was a bit ke me making a

Simon Wyndham damns Edge's martial-arts
knowledge, something apparently exposed
during E97's Exploding Fist 'Making Of'




statement like: “Daytona USA was really developed

10 help people on their advanced driving courses.”
Please give a BS alarm first next time, Good

article, though. However, | would love to see one

on International Karate+.

Simon Wyndham, via email

Edge bows its white-bandanna'd head In apology.

In issue 97 of Edge thers were picturas of the
XBox broadband adapter. It looks to me like it is
just siightly smaller than the GameCube. Is it
because Americans think bigger is always better?
GameCube's broadband adapter fits snugly on the
underside of the machine. And why do the XBox
units feature LCD displays? | see no use for il, and
it s just going to add to the cost. Bigger is not
necessanly better.

Ken Wong, via email

You should've seen some of the mullets at E3
Like stately robes, they were. Shocking

A lot of peopie have come down on Nintendo
fairly hard for shipping development of GameCube
Metroid to Retro Studios. But few people seem to
know even the basic facts. To start with Retro
Studios is a secondparty of Nintendo, ie not some
bunch of cowboys hoping 1o make a quick buck
Equally importantly, Metrold was never great
because of its gameplay.

The mechanics of jumping and shooting
weren't very complex, espacially compared to
Nintendo’s other platformers. It had cool graphics
and a storyline which was well presentad for its
time. Only the gadgets and the bossas Introduced
the occasional thrill. It's not rocket science, and it's
not Mario - which relied far mare on fun level
design than the relatively gimmicky Metroid

So, Retro don't have the genius of Mivamoto,
but the Metroid games never did. They were
praduced by a different division of Nintendo
altogether (was it HAL or inteliigent Systems?). and

Ben Wharton, who put together onedotzero’s
Lens Flare showcase, believes that FMV
sequences should be judged on their own

if the old Metroid games never had his touch then
why should the new one fail without it7?

Toby Lieven, via email

No, the Metroid games had the touch of NCL
genius Gumpei Yokoi. Anyway, if you didn't really
care for the unadulterated briliance of Super
Matroid, why are you defending the production of
the GameCube update? To suggest that its design
values were anything less than videogame rocket
science, you need some time with your GP.

When | first started to read Jason Scott's
letter in ES8, | was glad to see someone talking
sensibly for once. | certainly agree with the fact
that Sony have the upper hand against Nintendo
and Microsoft in the race to win over the
uninformed gamepiaying pubic.

But then | read the little gem of a line: 'Huge
gap laft by the end of Sega machines’. Now | was
confused. If there really were a huge gap in the
markat, then | don't think Sega would be shutting
down hardware operations, they d be trying to
expioit it. The whola point i that the market just
wasn't big enough for the Sega hardware

| believe Microsoft should. and will, go for the
throat. They won't be looking for a small niche. The
amount of money they and their partners have
poured into the XBox indicates they want
domination, as with any company in their sector.

Returning to the topic of Sega, I'm glad to
see them move to concentrate on software and
fully expect them to create some truly inspirational
fitias. Let's just hope they release thair games on
multiple platforms rather than choosing just ane.
That way more people can enjoy the guality of
the products they make.

Justin Klim, via email
That $500m will be going for the throat, all right,
and just about any other bodily region available

Regarding Sega's platform-targel plans, the
company is currently taking something of a

scattershol approach, as VR4 on P52, PS50 ver2
on GC, and JSAF on XBox attest. Despite its size,
the company has imited resources. Expect these
initial experiments to eventually give way to a more
locused approach once a clear leader in the
console space is determined

Yes, the majority of games released are
devoid of plot, emotion, and convincing dialogue
|with reference to E97's Prescreen Intro]. However,
50 are the majority of films, and they have been an
accepted artform for decades

The games industry is still in its infancy
technologically and still has a long way to go to fully
explore its potential, but to say 'We need to accept
a harsh truth... videogames have not yet risen
above the levei of prepubescent comic books' is
selling our hobby — as it stands — extremely short.

| dety anyone to play Panescape: Torrment and
not run the gamut of emotions, be drawn utterty
and immersively into the environs and story, and
hoid a heartieit wish that it wasn’t over when the
end credits roll, Thal game alone negates any
arguments to the contrary of ‘games are art”.
Unless your definition of art includes the need for
acceptance by seif-important, near-sighted critics.
lan Wilson, via email
Planescape: Tormant wasn't reviewed in Edge, but
it's been played enough here for the team to be
familiar with its sixth-form-style narrative.

As the programmer of Lens Flare, the
onedotzaero festival focus on animation in computer
and videogames (featured in Frontend, E98), I'd like
to reply to points made in your report.

As an animation compilation, Lens Flare has
never attempted to give explicit value judgements
on the work showcased, nor does it describe the
refationship between the 'passive’ animations and
the interactive gaming experience which they
precede or enveiop. The reason is simple —

‘The amount of money Microsoft and
its partners have poured into the XBox
indicates they want domination, as
with any company in their sector’



anedotzern's compilations are not a venue for
critical analysis. They are a celebration

Howewver, as was stated, such measurements
of sucness, be it in technical, emotional or narrative
tarms, espenially in the context of a gaming
expanence, are vital if this sector of the interactive
intiustry is 1o ever achieve what | befieve it has the
potential to become — an artform in its own right.
And that is why | have begun to write about these
very things in CGI magazine, becauss, uniike Edge,
| don't beleve that developers should be left alone
1 find the answers.
secl debate, we need discussion, we
need players being & whole lot more critical and
dernariciing of every aspect of the software they
nse 1o purchase. So many talented artists
n't get the credit they deserve, while madiocre
unchallenged or i (hizaraly)
say that it’s the games
the pratty pictures which are true test

Wear

work often Qoe

rac, Marry woril

f a haalthy industry, but when animation N &S

wny forms holcls the promise of not only

brog ng the appeal of v ames, but also

and depth ofa

daveloping the emotional hol
madium, ignoring it seems folly

Ben Wharton, via email

Edge readily concedes tha!l developers shouid not
be left alone to find answers when it comes to FMV
But it s ready to admit that it is developers who
have the ultimate responsibility to put those
answers into practice. Whather or not ingame FMV
can become an artform in its own right is & moot
point, thaugh, since It Is debatable whether the
dissociation of FMV from the interactive sequences
that follow it is beneficial. Which is why Edge
considars FMV within the context of monthly articles
that pose questions about the technical, emotional
and narrative aspects of videogames as a whole.

What is your Utopia? Why is it constructed out
of contradictions? Why do you promise yourselves

Tom bemoans the fact that GoldenEye will always
get mainstream recognition over Perfect Dark.
Which is not to say he wants that to change...

that it will be reached once gaming has as much
kudos as other arts — specifically music/mowvies - and
yet then tell yourselves that nirvana will be reached
once the endless spiritless masses of saquels is
banished? 1s that not In itself a contradiction?

Look at both these Industries you would have
ours be like and you will notice that they are flooded
by over-hyped tripe, and products which are, in a
sense, more manufactured than created. Do we
want lame products, designed for those who rather
nat gat involved in the complexities of this universs,
or do we want ourselves to remaln the main
customers of the videogaming industry and have
our every need sean to? Do we want the huge egos
that are associated with the mowie and music
industries? No, how can we, as a fundamentally
different industry, sustain such vanities?

We work in teams, we don't want to produce
such products, we don't 1
products! In the massmarket
triumphs over Perfect Dark; my ‘casu a* ;a'\‘ea
friends prefer the reassuring and recoy
environment Bond offers to the muc
upon, but alien, Dark’s, just as a shallov
Tekken is preferred over the deeper Fighter's
Destiny despite a more intuitive control system.

Why do we want to drag this industry that all of
Edge's readers love kicking and screaming into the
full public glare only to see it succumb to the
demand for familiar environments? Both in the
movie and music industries some of the very best
products are driven underground, where insufficient
capital fails to do the original vision justice. The last
good movie | saw was 'Crouching Tiger, Hidden
Dragon', and before that? | can't remember, | walk
into a video shop, | have & hard time picking one
that | like the look of, and as for music, I've
practically given up on mainstream artists. Why
ruin another good Industry, eh?

Tom, via email
It's already halfway down the road, Tom

‘Why do we want to drag the industry we
all love kicking and screaming into the full
public glare only to see it succumb to the
demand for familiar environments?’
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From the forum

A selection of choice cuts from
Edge-Online’s discussion outlet

io: Linearity in games
Toops

~: XBox to be emu machine of choice!
Vertigo

M$ and the PM...
ShatnersBassoon




Issue 100 on sale July 13

Next month

Edge celebrates 100 issues of e-entertainment
with a landmark special edition
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